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STAR TREK 


Hol CONTACT 


SPECIAL ANNOUNCEMENT 


After six months of confidential negotiations Decipher Inc. and Paramount Pictures formed a new 

alliance to take Star Trek: The Next Generation’ Customizable Card Game” into the 21st century. 

This astounding agreement includes cards for The Next Generation, Deep Space Nine, Voyager, the 
hot new movie Star Trek: First Contact and more over the next four years! Join the adventure. 


Visit www.decipher.com for more information. 
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Maelstrom 
The Weatherlight saga takes off with this short story of 
deception, greed, and one man’s honor. 4y Michael G. Ryan 
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by Scott McGough and Terry Melia 
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Straight from the Start 

by Melody Alder 

Get the basics of deck building by 
analyzing some great decks. 


Deck Deconstruction 

by Beth Moursund 

In this issue, BethMo describes 
the strategies behind the famed 
“Sligh deck.” 


Murk Dwellers 

by Tom Wylie 

How do you play a card that breaks 
the inherent laws of Magic? 


Counterstrike Hits Hard 

by Ace” Cyznyk 

Wizards’ special correspondent is 
live on the scene, bringing you all the 
action from the first expansion for 
BattleTech. 
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BattleDeck Strategies 

by Glenn Elliott and Mike Selinker 
Get three campaigns from Mike 
Stackpole’s Blood of Kerensky 
series. Specially constructed Inner 
Sphere and Clan decks put players 
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the Counterstrike card list. 
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by Mark Rosewater 
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skills with three new puzzles from 
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political games, and his thoughts 
just might surprise you. 
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expansion, Anvil of Despair. 
Review and strategy. 
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X-Files Strategy Guide 

by Andy Graumann 

We're here to help you uncover 
government secrets. We could 
tell you more, but then we'd 
have to kill you. 


92 From the Guys Downstairs 
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alien that Star Control 3 throws 
at you. But can you sweet talk 
them, as well? 
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On the Scene 


very few months we have a marketing meeting during which we discuss how 


we want to publicize The Duelist. Usually we talk about contests or promo- 


tional fliers or any of a number of routine ways to try to heighten awareness 


of the magazine. But during one meeting back in early 1996, I had a slightly 


different idea: what if The Duelist sponsored a big event? 


We could design a special high pro- 
file event—something readers would be 
interested in reading about that would 
stress The Duelist’s role as the magazine 
for serious Magic play. 

We needed our event to have several 
features. First, we wanted to involve 
some of the top players in the game. 
This would ensure a high level of play 
while also adding a celebrity aspect to 
the event. Second, we wanted the tour- 
nament to be different than the myriad 
other Magic competitions held around 
the world. And third, we wanted to cre- 
ate a tournament that people would talk 
about, something that would transform 
Duelist readers into spectators. 

The solution seemed to be an All- 
Star game. Traditionally a spectator 
event, an All-Star Invitational would 
allow us to invite top players from 
around the world to participate in a 
tournament that would include a wide 
variety of offbeat formats. We believed 
this event would result in high reader 
interest. All we had to do was make it 
happen. 

We started scouting locations such as 
Hawaii and the Caribbean. But fate 
intervened when the opportunity arose 
to incorporate the Invitational into a 
special event (called the “Tournament of 
Champions”) to be held in Hong Kong 
just a few months before the colony 
would revert from British to Chinese 
sovereignty. Once we had secured the 
time and location of the event, we 
needed to design the format. 

Knowing that our readers would want 
to see all the players compete against one 
another, we chose a round-robin system 
that ensured each player would square 
off against every other participant at 
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RUMBLE IN HONG KONG: 
Rosewater and the usual suspects gather 
their forces for the big event. 


some time during the event. Then, to 
add some spice and raise the entertain- 
ment value of the event, we selected six 
untraditional formats (half Limited/half 
Constructed) to put the players through 
their paces. 

Finally, we had to actually pull off all 
the details. Everyone on The Duelist staff 
chipped in, whether it was creating a 
logo, ordering shirts, shipping supplies, 
answering rules questions, or doing any 
of a hundred different tasks. 

In the end, the event went wonder- 
fully, starting what we hope will be a 
Duelist tradition. Your chance to “spec- 
tate” the event starts on page 66. (And 
for extra indepth coverage, pick up a 
copy of The Duelist Sideboard #6.) Now 
all we have to do is start planning the 
Duelist Invitational for 1998. 


Wek Crumtox 


MARK ROSEWATER 
Editor in Chief 
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Profes Tournament 
May 30-June 1, 1997 


§ Qualifiers in over 20 countries! 
§ DC-sanctioned Mirage-Visions Limited tournaments held worldwide. : 


& Two Master-division and two Junior-division invitations to Pro Tour—-New York and $500 cash 
purse for each tournament at every Qualifier (except Alaska and Hawaii). 


& All players compete in modified Swiss-style rounds. Top 8 Master-division and Top 8 Junio 
division competitors play in a separate, single-elimination draw for prizes and invitation(s). 


» & $25 for advance registration (with local organizer only). $30 se onsite registration, 


i 
> Entry fee includes one Mirage starter and two Visions boosters. pe »* 
> For advance phone registration information, call the local contact number. bs : 
Gry Contact Member = ty Contact Nember ity ong | ¥ ot 
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Edison, NJ ¥.4 212-633-1288 Minneapolis, MN 612-938-8163 Toronto, Canada 905-524-5725 
Eugene, OR 541-726-5153 Montreal, Canada 514-849-5696 Vancouver, Canada 604-521-4471 
High Point, NC » 910-889-9900 Nashville, TN 615-446-6057 Witchita, KS 316-946-1055 
Also in "The Netherlands, Belgium, The Czech Republic, Denmark, Finland, France, Germany, Hungary, Italy, J 
(Mexico, The Netherlands, spl, "stati Portugal, Slovakia, Spain, Sweden, and sweteertakel: Ser of j 


Cal (206) 624-0933 or check <www.wizards.com> for the latest detailed information on Qualifiers near you! 
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Top 40 players 
share a cash purse of $12,500 


Fight Master and eight Junior 
invitations to 
_ Pro Tour-New York 


Side events 
all weekend including: 


“eSanctioned Classic, Standard , 
and Classic-Restricted tournaments 


*Nonsanctioned Grand Melee and 
|S Giant tournaments 


oF iv ve-player team tournament 
eect $500 cash prize — 


U.K: 444-141 226-5205 
Belgium and other European countries: 
+32-14-44-30-44 


Doors open at 8:00 a.m. 


Or visit the Wizards of the Coast® website at 
http://www.wizards.com TOURNAMENT FEES: 
$38 advance registration; 
__-$45onsite;S$S.day-onlyfee 
Cost includes one Mirage starter 
and two Visions boosters 
NN Ke ~ For advance registration and information, call; 
y, VEN ja — Gray Matter Conventions 
> ” The Gathering® 


in U.S.A.:(800) 852-2442 
in other countries: (212) 633-6320 


-graymatter@expressways. com 
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MAY 3, 4, & 5 


N.S. Building & 
Hobby Japan 
Tournament Center 


share a cash purse of $10,000 


Eight Master invitations to 


all weekend including: 
*Revised Edition™ Limited tournaments 


% Meet world-class Magic players 
Tom Chanpheng, Alexander Blumke, 


TOURNAMENT FEE: 
$14 (2.000 PTAS) For advanced registration and information 
in Japan, call: 
advance registration and information, call: Hobby Japan 
Wizards Customer Service es +81-3-3354-9341 
April 7-11, 1997 i hobby-j@super.win.or.jp 
in Europe: +32-14-44-30-44 > in other comntries: (208) 624-0933 
in other countries: (206) 624-0933 ADV ANCE 33 | 
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Shinjuku 


Top 32 players 


Pro Tour—New York 
Meet Magic artists 


MicroProse® CD-ROM 
game demonstrations 


Many prizes, 
including rare cards 


Side events 


Magic: The Game Show 
*Ask Mark Rosewater! 
Sponsored by 


and Olle Rade 


TOURNAMENT FEE: 
$34 (¥ 4000) 
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Differing Opinions 
like the idea of the Stan- 
dard environment no 

longer having a restricted list. 

It seems to me that it will 

open up play so that not all 

the decks are built around 
having these restricted cards 
in them, just because they're 
restricted. 
John Martinez 
Seattle, Washington 


a you people crazy? How 
could you ban all the 
restricted cards in Standard 
environment? Now I have to 
revise my whole strategy. 
Michael Morson 
Albany, New York 


These five people took the 
time to fill out the reader 
survey page in Duelist #13. 
They will each receive a copy 
of Mark Rosewater’s Magic: 
The Puzzling book. 

* Brenden Ennis 

* Robert J. Gerrets 

* Klaus Koop 

* Roxana Sinex 

* Elaine Stoll 

Congratulations also to 

Stephania Fregosi, the grand- 
prize winner of the Multi- 
verse Gift Box contest. 
Stephania received a Magic: 


The Gathering Multiverse 
Gift Box and a box of Visions 


boosters. 

And we can't forget the 
ten first-prize winners of the 
Magic: The Gathering 
Multiverse Gift Box and ten 
Visions boosters: 

* Rochelle Friend 
* Luis Garcia Jr. 
* Mo Stillwell 

* Richard Mann 

* Jason Nickell 

* Aaron Keller 

* Philip Benoit 

* Peyton Palaio 

* Howard Munro 
* Justin Crowe 
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THE DUELIST 


Duelist reader Jurgens won a trip to Hong 
Kong where he met up with Richard 
Garfield and Peter Adkison. Coulda’ been 
you, if only you'd entered the contest. 


For answers to the contest, 
email <duelist@wizards.com>. 
For results from the Duelist 
Invitational, turn to page 66. 


Where Credit Is Due 
n Duelist #15’s “About Our 
Contributors,” you mention 

that Pete Venters“ .devel- 

oped the background. .for the 

Homelands collection.” But I 

remember reading somewhere 

else that a bunch of other 

people worked on Homelands 

backstory. So which is true? 
Miles Grador 
Cincinnati, Ohio 


You're right. Steve Bishop, Scott 
Hungerford, and Kyle Namvar— 
as well as Pete Venters—all had 
mayor roles in developing the 
story behind Homelands. 


Where’s 
The Sideboard? 
like The Duelist Sideboard, 
but how can I get it? I 
know you can get it through 
Arena stores, but sometimes 
they’re sold out by the time I 
get there. 
Gracie Kenneth 
Pittsburgh, Pennsylvania 


Starting with issue #7 (June) of 
The Duelist Sideboard, you 
can get it through your Legend 
membership in the DCI. In the 
meantime, you can still buy it 
through your Arena stores. If 
your store runs out, you can get 


copies by sending US $3.20 per 


vc 


issue, which includes shipping 
and handling, to The Duelist 
Sideboard, PO. Box 707, 
Renton, WA 98057. Just 
remember to tell us which 
issue(s) you want. 


Bigger Than Magic? 
uelist #16 listed Galactic 
Empires as a “good 

game that went down.” Noth- 

ing could be further from the 
truth. Galactic Empires is 
alive and well and growing. 

The Galactic Invaders expan- 

sion was recently published 

and has already sold out. 

Players are eagerly awaiting 

the Cyberspace expansion 

that is due out at the end of 

February. But you are right 

about one thing: it is a good 

game. In fact, as a multiplayer 
game, it is a great game. And 
with over 2,000 different 

cards to choose from, it is a 

big game as well. At the 

Monmouth Role Playing 

Society, it is currently more 

popular than Magic. 

Alan Gopin 


Internet 


Correction 

In Duelist #15, the Visions card 
list incorrectly listed Magma 
Mine as a rare card; it’s actually 
an uncommon. 


Send your thoughts to 
“Letters,” clo The Duelist, 
P.O. Box 707, Renton, WA 
98057-0707, or to 
<duelist @wizards.com>. 


Please include your name, 
address, and phone number 
for verification purposes. 
Letters may be edited for 
length and clarity. 
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ILLUSTRATION 


We don't play 
that game. 


As a serious gamer, you deserve an online service that doesn't 
play around with your connection. That's why we've enclosed free 


CSi (CompuServe) software with this magazine. 


Load it now and you'll get a reliable connection to gaming advice, 
opinions, and special secrets on how to make the most out of top games like 
Magic: The Gathering, BattleTech, Air Warrior and more. You'll also get the 
best in online gaming support through areas like our new Wizards of the Coast 
site (GO WIZCOAST). 


So stop playing games with your online connection. Load the 
enclosed free CSi software now, sign up to CompuServe and 
GO WIZCOAST. Or call 1-800-261-2973. 


es) 


COMPUSERVE. 


Get on with it. 


Tbs Gathering * 


©1997 All rights reserved. CompuServe, CSi and the CSi logo are registered trademarks and service marks of CompuServe 
Incorporated. All other products and brand names are the property of their respective owners. 
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New Portals to Magic 


iscover a doorway into an imaginative world of intrigue 

and fun with Magic:The Gathering—Portal, an easy-to- 

play starter version of Magic: The Gathering. Like 

Magic, Portal is a strategic card game set in the mythical 
and fantastical world of Dominia. 

Each Portal card set is portable and packaged with every- 
thing needed to play, including two preconstructed, thirty-five- 
card decks; a booster pack of fifteen cards plus a strategy tip 
card; a detailed play guide; playmats; and a rulebook. 

“Portal is the ideal way to learn the techniques of playing 
Magic: The Gathering,” says Richard Garfield, designer of 
the award-winning game. “Magic: The Gathering is the kind 
of game that can be played at many different levels depending 
on individual skill and commitment. Portal provides all the fun, 
social entertainment, and adventure of the original 
Counterstrike Out 
BattleTech fans can now 
look for Counterstrike, the 
next expansion to the 
BattleTech TCG. Counter- 
strike is sold in fifteen-card 
booster packs for $2.95 
with the following key fea- 
tures: additional Battle- 
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Wizards of the 
Coast, Inc., and 
United Media 


are developing a 


hot new product 
for anyone who 
enjoys games. Prime, Annihilator, and 
Now the average “working 
stiff” can take control of 


the corporate reins, doling 


Hermes; mission and com- 
mand cards for developing 
new game strategies; and 
out bonuses and staging 
takeovers all the way up the 
ladder in Corporate Shuffle, | 


a new card game based on 


more pilots and famous per- 
sonalities from the Battle- 
Tech universe. Turn to page 
70 for more BattleTech and 
the popular office icon, Counterstrike game-play 
DILBERT. 

Corporate Shuffle will 
be available in May 1997 
and will retail for a sug- 
gested $11.95. Wizards 
of the Coast has modeled 


strategies. 


Spanning the Globe 
The Duelis?’s International 
Booster Subscription kicked 
off with a bang starting 


Corporate Shuffle’s game- with this issue. Subscribers 

P & 
play strategies and structure | received six different Visions | 
on The Great Dalmuti, a booster packs with their 


popular Richard Garfield 
card game in which players 
advance up the social 


ladder. 


magazine—packs in Eng- 

lish, German, French, Ital- 
ian, Spanish, and Japanese. 
Next issue, subscribers will 


| Mechs, including Daishi 


game but reduces the 
learning curve required 
to reach the higher 
level of play 
assumed in the 
original version. 
Portal is a great way 
to attract new play- 
ers, at the same time broadening the field 
of players for anyone who enjoys Magic: The Gathering.” 
Portal cards will be playable with existing Magic cards, 
and feature more than two hundred new card illustrations. 
Scheduled for release in June, Portal will retail at $8.95 
for two thirty-five-card starter decks and $2.95 for 
fifteen-card booster packs. 


receive Visions packs in 
Portuguese, Chinese, and 
Korean, plus three Fifth 
Edition boosters in different 
languages. Will this sudden 
surge of foreign-language 


| our intention. We just saw 
how popular the Mu/tiverse 
Gift Box was with its for- 
eign-language boosters, and 

booster packs create a new we wanted to give our read- 

collecting frenzy? Says | ers something extra.” 
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ver the holidays, counterfeit Magic: The 

Gathering cards were discovered in 

Indiana. They are all white-bordered cards 
with the exception of Diamond Valley, Khabal Ghoul, 
and The Wretched. The twenty-four different cards 
are listed below: 


Ancestral Recall —_ Ice Storm Mox Ruby 
Berserk Icy Manipulator Mox Sapphire 
Black Lotus Invisibility Natural Selection 
Blaze of Glory Khabal Ghoul The Wretched 
Consecrate Land Lich Time Vault 
Diamond Valley | Mox Emerald Time Walk 
Forcefield Mox Jet Timetwister 
Gauntlet of Might Mox Pearl Word of Command 


These counterfeit cards are easy to detect; most do not pass the 
bend test. Take a card and bend it until one end touches the other. A 
real card will bend, not crease. A magnifying glass works even better. 
Under magnification, the text on a real card is sharp and black and the 
mana symbol is clear and distinct. On a counterfeit card both will be 
fuzzy or blurry. 

Wizards of the Coast would be very interested in recovering these 
counterfeit cards. If you have any information about them, please con- 
tact Wizards of the Coast Security at <tootall@wizards.com>. Infor- 
mation received will be kept confidential. 
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Don’t Miss Origins 
in July! 
The Origins International 
Game Fair & Expo, now 
entering its twenty-third 
year, will take place July 
17-20 in Columbus, Ohio. 
Using more than 250,000 
square feet of space at the 
Greater Columbus Conven- 
tion Center and attached 
Hyatt Regency Hotel, Ori- 
gins will continue its tradi- 
tion of being the largest pure 
gaming convention in North 
America and the flagship of 
the gaming industry. 

With more than 1,200 


events scheduled, including 


the U.S. Magic: The Gather- 


| ing National Championships 


and other TCG tournaments, 
Origins expects to attract 
nearly 8,000 gaming enthusi- 
asts this year. During its first 
nineteen years, 
attendance at 
Origins fluctu- '*""* 

ated greatly, and in 1993— 
the year before Andon 
Unlimited took charge— 


| numbers reflected 2,200 


attendees. Since Andon took 
hold of the reins, attendance 
has jumped steadily: 7,400 
registrants took part last year. 
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“This marks a 236 percent 
increase with an average 
yearly increase of over 55 
percent,” says Gary Smith, 
division director for Andon 
Unlimited. “While we expect 
continued growth for many 
more years, 
maintaining the 
55 percent mark 
will be a challenge.” 

Some of the other high- 
lights slated for this year’s 
gathering will be: roleplaying 
events, including first-run 
RPGA Living City” and 
others; board games, includ- 
ing Europafest and a Puffing 


| Billy” tournament, minia- 


tures, including the Battle- 
Tech World Championships; 
the National Security Deci- 
sion-Making game; a three- 
day auction; the War College 
Seminars; a weekend-long 
Vampire: The Dark Ages” 
LARP; a large computer 
gaming area; and ongoing 
Arena League Magic con- 
tests. Origins is proud to 
have the following guests of 
honor on hand as well: artist 
Christopher Rush; Larry 
Bond, game designer and 
author; and Shane Lacy 
Hensley, a long-time free- 
lancer and creator of Dead- 
lands” In addition, 
Kompu-Kombat will have 
thirty-two computers on site, 
running tournaments of 
Duke Nukem”, Rise of the 
Triad”, Terminal Velocity”, 
Quake™, and Descent 2” 

“Origins is the only con- 
vention supported by the 
entire hobby gaming industry 
that is focused on providing 
the gamer with an experience 
that transcends gaming and 
becomes a vacation,” says 
Smith. “If you are a fan of 
games, young or old, Origins 
is the place to be. With tons 
of free demos, gaming 
celebrities, representatives 
from every major game com- 
pany, and plenty of entertain- 
ment, Origins is the one 
show you don't want to miss 
this year.” 

The pre-registration week- 
end badge price is $39.95. 
Daily participant passes (pre- 
registration price: $14.95) 
and daily visitor passes ($10) 
are also available. For reserva- 
tions at the Hyatt Regency 
Hotel, call (614) 463-1234. 
For general Origins informa- 
tion and convention materi- 


als, call (800) 529-EXPO. 


Besides being “the largest Magic 
tournament ever held” (over 800 partici- 
pants are expected), the Tokyo Grand 
Prix will host numerous other events 
including a Duelist-sponsored Limited 
Revised Edition tournament, a Magic 
trivia game show, gunslinging with top 
players, artist signings, a behind-the- 
scenes question-and-answer panel, 
and the launch of the Mitsui Micro- 
Prose Magic CD-ROM game. 


ins 7 
rading 


by Mark Rosewater 


House of the Rising Sun 
ineteen hundred and ninety- 
seven will be known as the year 
when Magic—and The Duelist— 
met the Far East. On the heels of 
the successful Tournament of 
Champions in Hong Kong, featuring 
the Duelist Invitational, Wizards of the 
Coast is proud to announce another 
exciting event in Asia. Called the 
“Tokyo Grand Prix,” the May 3-5 event 
will bring a Pro Tour Qualifier to Japan, 
allowing players to compete for eight 
qualifying slots for Pro Tour-New York 
in June. Special guests will include top- 
caliber players (Tom Chanpheng, 
Alexander Blumke, Olle Rade, and 
the Japanese National Team); Magic 
artists (Richard Kane Ferguson, Anson 
Maddocks, and Mark Tedin); and 
Magic designers and developers 
(Skaff Elias and yours truly). 


The Next Warhol 


Wie Olle Rade won the Duelist 
Invitational, he earned the right 
to design a Magic card. Seeing this as a 
golden opportunity to allow all of you to 
witness how a Magic card gets designed 
and developed, I plan to let you in on 
the process as Olle’s card goes from a 
thought in his head, to a piece of card- 
board in a booster package. Stay tuned 
for further developments. 


A Weatherlight Snack 
ast issue I hinted about our next expansion, a set now officially known as 
Weatherlight. Since then, quite a number of readers have been eager to 
know what's in it. Never one to avoid giving little peeks whenever possible, 

I now present a few tidbits from the second Mirage expansion: 
. a blue sorcery that lets you draw up to seven cards for @@ 
. a black Atog : a 3 
. a sorcery that allows you to take any five cards from your 


graveyard and/or your library and put them on top of . 
your library 

. an enchantment for ®@ that has a 100 percent 
chance of dealing 20 damage to your opponent 

. a 9/9 green creature for @@@ 

. aland you can tap for three mana of any one color 


ever do is tease, here is an actual Weatherlight 
card for your perusal. (P.S. Take a look at the 
subject matter pictured in the tome.) 


Say What? 
ust like any job, Magic design and 


development requires a special 
vocabulary. I thought it might be inter- 
esting to give you a peek at the kind of 
slang we use every day: 


wg Alpha Strike—Does not untap the turn 
after it attacked. Comes from a similar term 
in the BattleTech TCG. (“The Lead 
Golem has alpha strike.”) 


m Ba-roken!—The Magic card in question 
might be slightly too powerful. (“Library of 
Alexandria is ba-roken!”) 

= Cantrip—Any card that allows you to 
draw a card either when it is cast or at the 
beginning of the next turn. (“I'd put another 
cantrip in the deck.”) 


= Celerity—The ability to ignore summon- 
ing sickness. (“The first creature with celer- 
ity was Nether Shadow.”) 


m In Micro—The card is very complicated 
and will require so much writing that we 
will need to use the smallest font available. 
(“Maybe it’s just me, but should a common 
card really be in micro?”) 

@ Interesting—More powerful. (“But 
cutting the casting cost by two would 
make it more interesting.”) 


m Over the Curve—The creature is too 
good for its casting cost. (“Serra Angel is 
definitely over the curve.”) 


mw Pitch Card—A spell that has an optional 
casting cost of discarding cards. (“Force of 


Will is the strongest pitch card.”) 


m Put It in the “Extra-Pulled” File— 

To kill a card idea. Named after the list 
where we put all cut ideas. (“A cantrip coin- 
reflipper? Put it in the ‘extra-pulled’ file.”) 


m Run It by Tom—The card in question is 
confusing and will most likely cause rule 
problems. (“I don’t know about Ice Caul- 
dron. Run it by Tom.”) 


@ Sub-optimal—The card or situation 
in question leaves much to be desired. 
(“Sorrow’s Path is sub-optimal.”) 


= Super-high Flier—A flier that can only 
block other fliers. (“Cloud Elemental is an 
ideal super-high flier.”) 

= Vanilla Creature—A creature with- 
out any writing in its text box other 
than flavor text. (“Let's put in a Grizzly 
Bears. The set needs more vanilla crea- 
tures.”) 


m You’re Killing Me!—Your current thought 


process disturbs me. (“Another coin flip 
card? You're killing me!”) 


Mark “pretty in face” Rosewater is a member of 
Wizards’ Magic Research & Development team. 
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by Phil Foglio 


STARTING THIS YEAR, THERE WiLL BE AN ACTUAL 


OWKAY-I HIT You 7 7 
WAIT? STOP’ WHY ARE STORY, TOLD VIA THE CARDS THEMSELVES. 


WITH MY JADE 2 
CORNCOB FoR - WE FIGHTING EACH OTHER 


THE HERO'S AN IDIOTS HE TURNS 

HIS GIRLFRIEND GVER TO SLAVERS, ee 
BRINGS THE EVIL GUY BACK TO LIFE, Aili 
GIVES HIM HIS TREASURE, AND Goes /PRILIGEN 
To LIVE ON HIS PARENTS’ 43g 
MANA FARM. um... THINK 


4 


~ = ——_ ‘ } 
WELL, KISS THOSE Lj 


MAGIC INDUCED EXIS- 
Aree ENTIAL DOUBTS G0OD-BYE! 


ais 
iP. ie, 
ne 
ol ge) 


rat | OSC ie 
Wass \((i cS, 
> ie ik pS 


AND YOU'LL HAVE PLENTY OF TIME To FIGURE 
OUT THE sTory SINCE IT'LL BE CONTINUED 
IN EVERY EXPANSION For THE NEXT 


FOUR YEARS! 


How's THIS For A SURPRISE 

ENDING? SLAP FOURTEEN 

GIANT GROWTHS ON U-TANGY You'RE STULL 
THE GERBIL GIRL AND SHE 

CRUSHES HE-WHO-cCHEWS- 


WITH - HIS- MOUTH -OPEN / 


UNLESS, OF CouRSE, YOUGET Too HUNG UP 
ON THE CONTINUITY. 


IDEALLY, YOU'LL BE ABLE To EDIT YOUR DECK, So 
YOU CAN AFFECT THE OUTCOME OF THE STORY. 
Look 
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If you play only one real RPG this year, it will have to be... 


“Fallout has pS, necessary to ane the best Fas game of all time” 
— Next Generation 


timraene) | MACE LAY Ma. 
AP ¢ BEE Coming Soon for 
[ay | aecieuivainiaen Win 95/D0S and Mac 


palais 6 vere: igh pan interplay ore trademarks oh eco nara ae 
and copyrights are the properties of 


What’s 
Inside 


21 WIZARDS 

PICKS & TRICKS 
Fifth Edition combinations 
to expand your play. 


24 MAGIC RULINGS 
& ERRATA 

Stay updated with the 

latest in card rulings. 


25 ON THE LINE WITH 

CUSTOMER SERVICE 
Answers to the questions 
that you ask. 


26 DECK CLINIC 

by Charlie Catino and 

Henry Stern 

Watch a miracle in the mak- 
ing as the deck doctors cure 
a sick burn deck. 


28 VISIONS FAQ 


Invaluable clarifications on 
Visions cards. 


33 TOURNAMENT NEWS 
Arena's latest and 
new DCI rulings. 


34 SINGLE-CARD 
STRATEGIES 

by Jeff Franzmann 

More SCS for Fifth Edition 

cards, The Wretched and 

Jalum Tome. 


34 KEY PLAYS 


They're the plays that make 
you either cringe or jump 
up and down. 


36 SPOTLIGHT ON: 
MIXED DOUBLES 

by Sue Mohn 

Women and the Magic 


he Guys Downstairs in R&D are ready to unveil the latest incarnation of 


the basic set, Fifth Edition. We’ve turned to the designers to provide us with 
this issues’ Picks and Tricks because (a) they kept us and everybody else on 
earth in the dark until the last possible minute, and (b) nobody has the 

command of the card sets like they do. Read on for some old familiars and 


some new favorites that you can cast together to demonstrate the power of Fifth 


Edition...retooled, redefined, and ready for action. 


Infinite Hourglass 
and Snake Basket 
Maximize your 
token hordes with 
two rare artifacts, 
and a handful of / 
generic mana. 
Snake 
Basket is 
one of the 


most effi- 
cient uses of 
your mana 
pool: you can 
convert each 
mana you spend 
into a 1/1 Cobra 
token. This efficiency is a 
double-edged sword, how- 
ever, in that you'll be tempted 
to hold off on using the Bas- 
ket until later in the game, 
when you have even more 
mana available to spend on it. 
Infinite Hourglass not only 
relieves this situation, but also 
gives you a real incentive to 
cast the Basket sooner rather 
than later. With its effect of 
adding a cumulative +1/+0 to 
every creature in play during 
your upkeep, the Hourglass 
gradually turns your weenie 
swarm into a fearsome 

strike force. 


ae Karma, Blanket of 


Night, and CoP: 
White 
All three-card 
combos are by defi- 
nition tougher to 
execute and maintain, 
but this one is worth 
the extra effort. Return- 
fing to Fifth Edition is 
) Karma, a 2% # enchant- 
ment that deals 1 dam- 
age to each player 
| during upkeep for 
every swamp he or 
she controls. Used 


' with Visions Blanket of Night 


(all mana-producing lands 
also count as swamps), every 
land in play is now a source of 
damage for its controller. And 
of course you can protect 
yourself from Karma damage 


every turn with one ___a| Thrulls). 


activation of 


CoP: White. 


Breeding Pit and 
Skull Catapult 
The ever-nasty 
Skull Catapult 

also returns in Fifth 
Edition, allowing you 
to tap it, spend @, 
and sacrifice a creature 


to deal 2 damage to any crea- 
ture or player—useful for 
keeping the board clear of 
blockers, nudging any damage 
dealt to an attacker up into 
the “lethal” range, or simply 
whittling your opponent’s life 
away. With its low-activation 
cost, the only thing truly lim- 
iting your use of the Catapult 
is the amount of fodder you 
can round up to launch at the 
enemy. Fortunately, Breeding 
Pit has also returned to the 
basic set; for an initial invest- 
ment of @@ and @@ during 
your upkeep, you will have a 
0/1 Thrull token every turn 
to load into the Catapult, 
and 2 damage to distribute as 
you see fit. (Or use Caribou 
Range if you prefer tossing 
sheep instead of 
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Hecatomb and 
Sengir Autocrat 
Both pieces of 
this old 
standard 
have 


moved 
into Fifth 
Edition. 
Hecatomb is 
a mana- 
cheap black 
enchantment 
that essentially changes every 
swamp you control into a Tim 
(tap to deal 1 damage to any 
creature or player), while still 
allowing you the option of 
tapping it for mana instead. 
Hecatomb’s drawback is that 
you have to sacrifice four crea- 
tures when the enchantment 
comes into play—which bring 
us to Sengir Autocrat. Fresh 
from Homelands, the Autocrat 


BLOCK PARTY 


Wizards Tricks 


costs 3® 
but yields 

four creatures 
(itself and 
three 0/1 Serf 
tokens) for your 
mana, which 
allows it to feed the 
Hecatomb all by its 
lonesome. 


Zur’s Weirding and 
Necropotence 
As the Fifth Edition team 
understood when they 
included it in the set, the 
power of Zur’s Weirding 
should never be underesti- 
mated: for 3 @ this enchant- 
ment forces all players to play 
with their hands face up on 
the table, and anyone can 
spend 2 life to force anyone 
else to discard the card they 
just drew. If you can get ahead 


When on the attack in an evenly matched creature con- 


frontation, be sure to use your instant creature removal 


spells during the attack phase after attackers and blockers 


have been declared. Most players are ready to lose a 2/2 or 


3/3 blocker if it means taking out a similar-sized attacker; 
more likely is that they'll double-team your heaviest hitter 
and give up one or two small defenders to take out your 
star player. After blockers have been declared but before 
damage resolution, cast your Terror or Incinerate 


on the largest blocker and remove that blocker 


from the damage-dealing equation. The remaining 


blocker will absorb all your combat damage (and 


join its tag-team partner in the graveyard), leaving 


your next attack wide open. 


DEFLECTING COUNTERSPELLS 
Fifth Edition rules effectively removes this little gem 


from contention. Time gone by, you could have used this 


trick to Deflect a Counterspell onto itself, causing it to 


fizzle; under Fifth Edition rules, however, an interrupt can 


now only target the spell it is interrupting. Deflection 


requires “a new legal target” to Deflect onto, and Counter- 


spell, by definition, only has one legal target. This means 


you can no longer play Deflection against Counterspell. 
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in life, the Weirding lets you 
establish an advantage and 
then fully press it into a vic- 
tory by denying your opponent 
only those cards that will dull 
your offensive edge or force 
you to give up the tactical ini- 
tiative. Coupled with Necrop- 
otence (the familiar black 
enchantment that causes you 
to skip your draw phase but 
lets you draw as many cards as 
you care to at 1 life apiece), 
you have another advantage: as 
Necropotence’s ability does 
not count as a draw effect, you 
can draw cards without suffer- 
ing the Weirding’s side effect 
for as long as you have enough 
life. More, if you can gain at 
least 2 life per turn, you can 
force your opponentgto dis- 
card every draw while you 

sit back and patiently watch 
them deck themselves. You, 
of course, no longer have a 
draw phase, and need never 
draw another card. 


Winter Orb and 
“Battery” Lands 
Originally in Fallen Empires, 
Fifth Edition’s “battery” lands 
(Bottomless Vault, Dwarven 
Hold, etc.) are available for 
each color. They count 
towards your one land per turn 
limit, come into play tapped, 
and let you choose to leave 

\\ them tapped during 
, your untap phase to 
put a storage counter 


on them. When 
you do choose to untap the 
land, tapping it gives you 
access to as many of the stor- 
age counters as you want, and 
each storage counter gives you 


one mana of the appropriate 
color. Winter Orb only costs 
2, but it renders everything 
else cost-prohibitive by pre- 
venting any player from 
untapping more than one land 
during his or her untap phase. 
Cast alongside any number of 
battery lands, this Orb pro- 
vides one of the slickest exam- 
ples of working a global effect 
so that it negatively impacts 
your opponent and does you 
some good: make the one land 
you untap a battery that’s been 
charging for several turns 
(Winter Orb doesn’t prevent 
the battery lands from charg- 
ing), and you'll have enough 
mana to bring out one of your 
bigger guns while your oppo- 
nent has to make do with wee- 
nies. The Orb’s drawback is 
actually a boon if you're using 
more than one battery land, 
because the longer the lands 
remain tapped, the more mana 
you'll have access to when you 
do tap them, and the more 
effective this combo will be. 


Blinking Spirit and 

Wrath of God 

One of the hardest-to-kill 
creatures meets one of the 
most effective mass creature- 
killers, and they play well 
together! Blinky is a 2/2 flier 
that costs 3.# but can be 
recalled to its owner’s hand at 
will for ©. Spells fizzle, tar- 
geted effects miss, and attack- 
ers are stopped without 
dealing combat damage, all 
because the Spirit moved at 
just the right time (and then 
returned when it was more 
convenient). Use your Wrath 
of God (2 #*#) to bury all 
creatures, pull your Blinky 


back before the Wrath 


resolves, and recast it onto the 
empty battlefield to polish off 
your opponent. 


It’s true, some things never change. Since 1995, Legend of the Five Rings has been known 

for its strong storyline, simple mechanics and eye catching graphics. The game 
has always been a handful of fun, testing your brain, not your patience. Like 
clockwork, we’ve released four expansions and three printings of our basic set. 

There’s never been a better time than the present to pick up your 

first Starter - the game is playable right out of the box. 


Explore the magic, Legend of the Five Rings™. 
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PUBLISHING GROUP INC. Customer Service: 1-888-457-4647¢ www.frpg.com 


Legend of the Five Rings and Obsidian Edition © & TM 1997 Five Rings Publishing Group, Inc. All Rights Reserved. 


Magic Rulings & Errata 


compiled by Tom Wylie 


2) 
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GENERAL 
RULINGS 


The following rulings are meant lf 
clarify the rulebook, and how the game 
works in general. 


If | gain control of an animated land 
with Wellspring, how do | know 
whether the land has summoning 
sickness? 

Summoning sickness is removed from 
all your permanents after beginning- 
of-turn effects finish resolving. Specif- 
ically, it is removed after you gain 
control of the land with Wellspring. 
Note that if you skip your turn for 
some reason, such as to untap Time 
Vault, none of your permanents will 
lose summoning sickness that turn. 


| target my attacking creature with 
Acidic Dagger. It deals its 
damage to a blocking 
creature, and my oppo- 
nent redirects that 
damage back to my 
attacking creature. Since my creature 
is taking damage from itself this turn, 
does the Dagger’s effect bury it? 

No. The creature is only destroyed if it 
receives combat damage. Combat 
damage is just damage that is assigned 
during the damage-dealing steps of 
combat. If that damage is redirected, it 
is no longer considered combat dam- 
age, but rather new damage created at 
a time other than the damage-dealing 
step. This is true even if the damage is 


JUNE 1997, THE DUELIST 


af) 


e Festally redirected back to the 
See or player to which it was 
originally assigned. 


3) If my opponent plays Unstable Muta- 


tion on my creature, who decides 
when the Mutation’s upkeep ability 

is played? 

Your opponent controls the ability, so 
your opponent decides when to play it. 
Formerly, you had control over when it 
was played, but that was when the 
rules said that during your turn, you 
had absolute control over order of 
upkeep abilities. 


REVERSALS AND 
OTHER CHANGES 


4) If | attack with a band of creatures 


that includes one enchanted with 
Cooperation, and my opponent disen- 
chants the Cooperation, exactly how 
do | go about breaking up the band? 
Actually, you don’t. Once an attacking 
band has been formed, the band 
remains intact even if some of its 
members lose banding or are removed 
from combat. Any creature assigned to 
block one member of the band will 
still block all the others. Of course, the 
attacking player can only choose how 
combat damage is assigned to the 


A Summary of Recent, 
Significant Rulings 


band if any of its members have 
banding at that time. 


5) If | tap a lot of lands for mana while 
Manabarbs is in play, can a single use 
of Circle of Protection: Red prevent all 
of the resulting damage? 

Yes, but only if you tap just one land 
for the Circle and wait for damage 
prevention to begin. Damage that is 
assigned during a damage-prevention 
step is included in that step, rather 
than generating a new damage-pre- 
vention step. So if you tap your lands 
for mana during damage prevention, 
all of the Manabarbs damage will be 
processed during the same damage- 
prevention step, and a single use of the 
Circle will target, and prevent, all of 
that damage. 


® ERRATA 


6) Do the rules changes for Fifth Edition 
have any impact on existing errata? 
Yes. Two categories of 
errata have been repealed. 

First, we have repealed 
the errata for Bone 
Shaman, Incinerate, and 
Runesword. The old 
errata was necessary because creatures 
could regenerate during damage pre- 
vention, before the anti-regenerate 
side effect kicked in. Since regenera- 
tion now occurs after damage preven- 
tion, the errata is no longer necessary. 

Second, we have repealed the errata 
for Consecrate Land, Guardian Beast, 
and Pyramids. Now that burial is flatly 
unpreventable, these cards can no 
longer prevent artifacts from burying 
themselves. 


7) Ifa creature is blocked by two Mind- 
bender Spores over time, won’t each 
effect continue to remove a fungus 
counter every turn? 

No. If a creature is affected by one 
Spores, this does not cause counters 
placed by other Spores to be removed 
at double the normal rate. 


8) Since Wiitigo comes into play as a 
0/0 creature, shouldn’t it die before | 


ILLUSTRATIONS BY ROGER RAUPP 


can put its counters on it? 
No. Like Zombie Mob, Wiitigo should 
come into play with its counters. 
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When my Brood of Cockroaches dies, 
why do | pay life as an effect? Isn’t 
paying life just a cost? 
Brood of Cockroaches has 
two errors. It should say 
“lose 1 life,” and should 
say “to owner's hand.” 


10) Why does City of Solitude 
shut down triggered effects, beginning- 
of-turn effects, and so on? 

City of Solitude was the victim of a 
change in the rules that occurred after 
it went to press. It should only shut 
down those abilities that require an 
activation cost, as it was originally 
designed to do. However, it does shut 
down all such abilities, even triggered 
abilities, such as Soul Net’s. 


11) Does Vision Charm allow me to change 
all lands of one type into any combina- 
tion of basic lands? 

No. Vision Charm should say the lands 
are the (single) basic land type of your 
choice. 


12) Why does Honorable Passage target 
my creatures? 
While Honorable Passage can prevent 
damage to a creature you control, it 
does not target that creature. 


13) When | play Impulse, why do | put 
the remaining cards on the bottom of 
my library and then shuffle? 
Ignore the last sentence of Impulse. 
You do not shuffle your library 
afterwards. 


14) Sands of Time taps itself at the begin- 
ning of my turn, allowing me to untap. 
This seems wrong somehow. 

Sands of Time does not tap or untap 
itself; however, different Sands of 
Time will tap and untap each other 
as appropriate. 


15) Since Tombstone Stairwell’s ability is 
always controlled by the Stairwell’s 
controller, doesn’t that player get all of 
the tokens each turn? 

Tombstone Stairwell should say 
that each player puts the appropri- 
ate number of Tombspawn tokens 
into play under his or her control. 


SPECIFIC 
INTERPRETATIONS 


16) When Tombstone Stairwell is in play, 
is its ability played only once each 
upkeep, or once for each player? 
Tombstone Stairwell’s ability is played 
by its controller once each upkeep. 
During its resolution, the effect has 


of tokens into play. 


17) Does Blanket of Night cause my 
basic lands to become nonbasic? 
No. They do not become nonbasic 
lands simply because they count as an 
additional land type. Blanket of Night 
does not change whether a land is basic 
or not. 


18) If | play Blanket of Night, and someone 
later plays Conversion, do mountains 
become just plains, or do they still also 
count as swamps? 

Blanket of Night says that each land 
counts as a swamp in addition to its 
normal land type. If an effect such as 
Conversion or Phantasmal Terrain 
changes a land’s normal type, the land 
still counts as a swamp in addition to 
the new land type. 


19) Once Necromancy has become a 
creature enchantment, can it target 
any creature? 

No. Necromancy’s only valid target is 
the creature it puts into play. This 
means that it can't be moved around 
with Crown of the Ages and so forth. 
Also, the fact that it becomes a crea- 
ture enchantment means that it 
becomes a local enchantment. 


20) Does Sworn Defender’s ability change 
its current power and toughness, or 
just its base power and toughness? 
It changes its base power and 
toughness. 


21) If | use Flash to play Wall of Roots, 
can | use the Wall’s ability in time 
to help pay to keep it in play? 
Yes. Flash’s last clause is not a “when 
this creature comes into play, do A or 
do B” ability, so it is not covered by the 
rule that prevents you from 
doing things such as using 
Lake of the Dead without 
sacrificing a swamp. 


each player put the appropriate number 


ON THE 
LINE WITH 


Customer 
Service 


To complement “Magic Rulings & 
Errata,” Customer Service has 
written up some of their most 
frequently asked questions. 


1) | read in Inquest that Fifth Edition will 
have a new color called purple. What’s 
up with that? 

Inquest didn’t say that purple was in 
Fifth Edition; they just said it would be 
cool if it were. However, it isn’t happen- 
ing and probably never will. 


Do you still get to draw a card during 
your draw phase when Teferi’s Puzzle Box 
is in play? 

Yes. Teferi’s Puzzle Box doesn’t eliminate 
your draw phase. You still draw the one 
card you normally draw (plus any other 
cards from Howling Mine, etc.), but you 
also get to use Teferi’s Puzzle Box’s 
effect. You also don’t need to resolve its 
effect before drawing. You could draw a 
card and then use the Puzzle Box, or use 
the Puzzle Box and then draw a card. 


3) My friend says that he can cast Final For- 
tune for an extra turn and then sacrifice 
that turn to his Chronatog. He then says 
that he won’t lose the turn due to Final 
Fortune. Is he lying? 

No, he’s just very wily. If he casts Final 
Fortune, which says that he loses the 
game at the end of the Final Fortune 
turn, and then feeds that turn to the 
Chronatog, he won't lose simply because 
the Final Fortune turn doesn’t have an 
“end” anymore. 


4) Can I cast Vampiric Tutor and pay 8 life to 
get 4 cards out of my deck? 
No. Remember that the text before the 
colon on a spell (as opposed to on a per- 
manent) is considered a cost, just like 
the casting cost of the card. Thus, you 
can only pay 2 life to get one card. 


usual, if you have any questions about 
these rules—or any rules for any of 
| Wizards of the Coast's games— 
| call Wizards’ Customer Service at 
6) 624-0933, M-S, 8 a.m.-9 P.M. (PST), 
or send email to 
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Dear Deck Clinic: 

y deck isa 

direct-damage 

deck with a few 
creatures in it.I put a 
Sentinel and some 
Walls for defense so 
that I’m free to 
attack my opponent 
and my opponent’s 
creatures with X 
spells. | added Stone 
Rains for land 
destruction and 
Chaos Charms for 
Wall destruction. My 
sideboard is mostly 
cards that control. 
Any help that you 
can give me would 
be appreciated. 

Sincerely, 
Scott Evans 


San Antonio, TX 


For a chance to 
see your deck in 
“Deck Clinic,” 
send a list of 
what’s in your 
deck, along with a 
brief description 
of it, to “Deck 
Clinic” c/o The 
Duelist, P.0. Box 
707, Renton,WA 
98057, or to 
<duelist@ 
wizards.com>. 
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SCOTT EVANS’ DECK 


MANA SOURCES 
| Astrolabe 

| Crystal Vein 

25 Mountain 


CREATURES 
Dwarven Catapult 
Eron the Relentless 
Flame Elemental 
Onulet 
Sentinel 


Wall of Heat 
Wall of Stone 


3 
1 
1 
1 
1 
| Teeka’s Dragon 
2 
2 
| Wildfire Emissary 


OTHER 
CARDS/SPELLS 


| Amulet of Unmaking 


3 Builder’s Bane 
4 Chaos Charm 
2 Cinder Cloud 


HENRY 
cott’s deck is, at its core, a 
blaster deck. However, it 
uses some inefficient cards 
and a few cards that don’t 
belong in a blaster deck. I 
updated the deck to include 
Visions and Fifth Edition cards. 
Although I changed many of 
the individual cards, the deck at 
its core remains the same. 
Card Efficiency. Card effi- 
ciency means getting the most 
bang for your mana buck—that 
is, getting the biggest power/ 
toughness creature, or the spell 
that deals the most damage, for 
the smallest casting cost. Card 
efficiency also means getting 
one card to fill two roles. The 
art of deck building revolves 
around finding the most effi- 
cient cards. Sometimes a card’s 
efficiency can be improved by 
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| Death Spark 

| Feldon’s Cane 

2 Flare 

| Fountain of Youth 
| Horn of Deafening 
4 Incinerate 

3 Kaervek’s Torch 

| Lava Burst 

| Mangara’s Tome 
2 Meteor Shower 

2 Pit Trap 

| Spitting Earth 

4 Stone Rain 

3 Volcanic Geyser 


SIDEBOARD 
I Illicit Auction 
4 Pyroblast 
2 Pyrokinesis 
2 Red Elemental Blast 
4 Shatter 
2 Siroc 


> the other cards in your deck, 


but all of the cards in your deck 
must be playable and efficient 
on their own. 

X spells are the focus of 
blaster decks; they're used to 
both destroy your opponent’s 
creatures and cook your oppo- 
nent. While the special abilities 
of the Torch and Geyser make 
them somewhat interesting, 
they are both less efficient than 
Fireball, which still remains 
the best of the X spells. Also, 
Earthquake is much more 
efficient than either Meteor 
Shower or Dwarven Catapult at 
taking out your opponent's crea- 
tures. While Flare is a great 
spell if your opponent has a lot 
of 1-toughness creatures, I usu- 
ally like to first see that my 
opponent has 1-toughness 


creatures, and then bring Flares 
in from the sideboard. 

In any deck, it is important to 
use the most efficient creatures 
available. For example, Stone 
Giants are strictly “better” than 
Bone Shamans. Both cost 
2 2@, but the 3/4 Giant has a 
decent special ability while the 
3/3 Shaman has a very narrow 
one. With rare exception, Walls 
that cannot attack are not effi- 
cient creatures, so I replaced 
them. Wildfire Emissary is rela- 
tively inexpensive and can block 
many creatures, but it also 
makes a great attacker. 

As mentioned above, effi- 
ciency also means using one 
card to take the place of two. 
That’s why I replaced Stone 
Rains and Builder’s Banes with 
Pillage. However, because you'll 
often encounter special lands 
that need to be destroyed, I kept 
two Stone Rains in the side- 
board. Also in the sideboard are 
four Disenchants, as the deck 
needs a way to deal with Circle 
of Protection: Red. (The new 
deck uses Thawing Glaciers to 
get more land into play, so 
adding white and a few plains 
to support it was no problem.) 

Card Advantage. Card 
advantage means using one of 
your cards to nullify many of 
your opponent’s. Although 
Scott’s original deck has a few 
spells that could potentially 
lead to card advantage, I felt it 
needed more. Hammer of Bog- 
ardan and Earthquake can both 
be used to destroy multiple 
creatures, as can Fireball in a 
pinch. There’s a reason why 
Nevinyrral’s Disk winds up in 
almost every deck I make. You 
can often win games simply 
because your opponent overex- 
tends his or her resources and 


ILLUSTRATIONS BY ROGER RAUPP 


becomes crippled when the Disk 
destroys most of what's in play. 
It works especially well in a 
blaster deck, as you have so few 
permanents of your own. In 
addition, Thawing Glaciers 
yields card advantage by getting 
more land into play. 


CHARLIE 
cott’s deck is very close to 
the classic “burn” deck. 
The first thing I did was 
make it legal for Standard 
tournaments. I also cut 
down the number of cards in the 
deck from seventy-seven to 
sixty-one. Part of what makes a 
deck good is reliability and pre- 
dictability, both of which are 
better in a smaller deck. 

General Fixes. One of the 
most common things I do with a 
deck is increase the percentage 
of cards that give you mana. 
Scott’s deck has twenty-six cards 
that provide mana in a seventy- 
seven card deck. I did not 
decrease the number of cards 
that produce mana, but I did 
remove sixteen cards. 

I liked the creature theme in 
Scott’s deck, so I only changed 
the creatures around a little. 
Since Wall of Fire is the best red 
Wall available (in Standard) and 
will deter many creatures from 
attacking, I added four to the 
deck instead of the Walls Scott 
chose. The other creatures all 
have 4 or 5 defense, except for 
Bogardan Phoenix, which has to 
be killed twice. Some of the 
creatures have firebreathing, 
making them very scary as 
attackers and defenders. 

Also, I added a little more 
card drawing. Hammer of Boga- 
rdan, while expensive to regrow, 
is very good for card drawing, 
and two more Flares helps a lit- 
tle. Some people might consider 
Feldon’s Cane to be card draw- 
ing. However, in this deck it 
would take a long time before 


Feldon’s Cane would make a 
significant difference, so I opted 
for better card drawing with the 
Hammer. 
Focus. Because this deck tries 
to do too much, it might not 
accomplish any of what it tries 
to do. That is why I took out the 
life gaining and damage preven- 
tion of Fountain of Youth and 
Horn of Deafening. While both 


DOCTORS 
ARE IN 


‘ ss * -: 
CHARLIE’S DECK HENRY’S DECK 


Ls 
Nadel Lo capes 


MANA SOURCES 


of these are quality cards, I'd MANA SOURCES 
th t li I City of Brass 3 Dormant Volcano 
rather concentrate on dea ing Thoriieil Volcano abun * 
lots of damage and having 2 Dwarven Ruins 15 Mountain 
defensive creatures. This is also 3 Fire Diamond — 3Quicksand 
why I removed some of the arti- ad i pring 3 Thawing Glaciers \ 


fact destruction. Finally, I added CREATURES SREATUGTS | 


more direct damage and a | Bogardan Phoenix 3 Wildfire Emissary 
greater variety of direct damage, ‘ baa Scimitar 4 Viashino Sandstalker 
: torm Shaman OTHER 
so your opponent won't know 4 Wall of Fire CARDS/SPELLS 
what to expect. Mass-destruc- 2 a al 3 Earthquake 
i HT OTHER | 4 Fireball 
paisa sana ene bt CARDS/SPELLS 2 Fireblast : 
enough mana, will quickly give | Dwarven Catapult 3 Hammer of Bogardan |) 
you card advantage, so I added rep , tol re 
: : rvek’s To 
Savage Twister, Rock Slide, 1 Fireblast 2 Nevinyrral’s Disk 
Earthquake, and Jokulhaups. 4 Flare 4 Pillage a) 
Protection from Weakness. 7 Hammer of Bogardan  SiDEBOARD > 

Circle of Protection: Red and Siahernte’ ; te om hen 
any creature with protection seared : 4 Pyroblast 
from red could give this deck Likes Mace I Snake Basket 

¢ : ae ee 2 Stone Rain 
trouble. That’s why I added a lit- © + i) sis 4 Disenchant 

j eet 7. | Rock Slide 

tle bit of green—because green is fr bs Tie” 
good at enchantment removal. I Spitting Earth 


Also, to handle creatures with 
protection from red, I added ‘ 
Dancing Scimitar, Ice Floe, and Bs 
Jokulhaups, and in the side- 
board, Amber Prism with 
another Ice Floe. 

I changed the sideboard too. 


. 
e/«\ 
at 


“\SIDEBOARD 


| Builder’s Bane 
| Burnout 

| City of Solitude 
| Hammer of 


This deck may have problems 4 a 
with blue control decks, so I * Pyrob 
kept the blue hosers (and added : Dow ig 
City of Solitude and Burnout), | Tra 


but I changed the rest of the 
sideboard so that it had a little 
bit of everything: artifact 
destruction, enchantment 
removal, more anti-protection 
cards, and more destruction 
spells. 


Henry Stern and Charlie Catino 


are both game designers at 
Wizards of the Coast. 


THE DUELIST JjUp 


Frequently Asked Questions for Visions zz 
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e when Brood Because the card is put into 
its owner's graveyard and 
from that graveyard into 
play, you are playing the card 
“from scratch,” just as with 
Animate Dead. So while 
you can’t and don’t pay any 
costs normally paid to play 
that card, you do make deci- 
sions about playing it 
and pay costs that 
must be paid when 
the artifact or crea- 
ture comes into 


play. 


At cd of turn. Also, the 
Brood now has errata to 
read that you lose 1 life 
instead of paying 1 life. 


No. Each Chronatog’ 
ability can be used 
only once each turn, 
but if you have several 
Chronatogs in play, you 
can use each of them during 
the same turn, spending a 
turn each time. 


You have to sacrifice a land 
for every Desolation at the 


iv turn? 


not you 
City of Solitude has errata. 
It should say, “Each player 
may play spells and abilities 
requiring an activation cost 
only during his or her turn.” 
This prevents you from 
playing any kind of spell or 
activated ability during any 
opponent’s turn. City of 
Solitude does not prohibit 
abilities that don’t require 
activation costs or continu- 
ous abilities such as that of 
Winter Orb. It also does not 
prevent you from paying 
“taxing costs,” such as the 1 
life per blocking creature 
from Heat Wave. But 
remember that tapping a 


but unless lethal dama 
Enforcer doesn’t get d 
Enforcer \ 


6 ) 


end of each turn 
that you tapped a 
land for mana. If 
those lands are 
plains, you take 
damage for each 
Desolation, but 
any given Des- 
olation triggers 
only once per 
player per turn. 


>} sf OUL. 
You phase out artifacts and 
then creatures. As usual, the 
person playing the ability 
chooses its targets. You can 
target a different player each 
turn, even yourself. 


Basically the Enforcer’ s text means that damage dealt 
to it from different sources isn’t cumulative. All lamage 
dealt to the Enforcer does remain for the entire turn, 
comes from one source, the 
royed. If you poke the 


©.) 


1) If my G 


land for mana is itself an 
activation cost: if Heat Wave 
required you to pay a tax of 
one mana per blocker, City 
of Solitude would not pre- 
vent you from spending the 
mana, but would keep you 
from tapping lands to get it. 


If you gain control of cards 


of man 
Elves)? 
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ith Prodigal Sorcerer and block it with a 3/3 
creature, the Enforcer has suffered lethal damage, | but 
not enough from a single source. If you Giant Gro 

the 3/3 creature so that it becomes 6/6, then the 
Enforcer dies because it was dealt 6 damage from a sin- 
gle source. Two Lightning Bolts will not destroy it, 
since each Bolt is a separate source of dam- 

age. - But if a single Pestilence deals 4 dam- 

age to it over the course of a turn, then the 

‘Enforcer’ is destroyed, since all the damage 

came from a single source. That source 

does not need to deal the damage all at 

once (just all during one turn). 


by Bill Rose, 
Psy cone, and 
Rich Redman 


when Eye of Singular- 


The old aa is 
buried due to the 
Eye’s ability, and the 
new legend is buried 
since it is a duplicate. 


den Ritual? 
You sacrifice one card, see 
what your opponent chooses 
to do, sacrifice another card 
if you wish, see what your 
opponent chooses to do, and 
so on. All of this occurs dur- 
ing the resolution of Forbid- 
den Ritual. 


al dy i n the grav fey yard? 
re local enchantment is 
buried immediately when 
the card it enchants leaves 
play. It would not be avail- 
able for sacrificing. 


Vith Foresh low, when do 
ou name the card? 
When the ‘spell is 


announced. The card list is 
not considered hidden infor- 
mation, so there is no reason 
to delay the decision. 


cked by a Drez 


pens! 

eee the active (attack- 
ing) player's triggered effects 
first, then the defending 
player’s. The Swine-Rider’s 
2 damage triggers first and 
then any surviving creatures 
would phase out. 


(6/3), and 
Swine 
Ward whe 
its special 


itself with 
ity. Do the 
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Now featuring additional Prerelease side events 
throughout the day! Play a little or a lot. 
Prerelease tournaments are DCI™ sanctioned. 


Registration fee includes: 
* 1 Mirage starter 
* 3Weatherlight™ boosters 


Call your local organizer for more information and 
check our website at 


for international locations 
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Warriors die from the | damage the 
Swine-Rider deals in combat? 
Regenerating the Swine-Rider 
removes it from combat, so it will 

not deal its combat damage to the 
Panther Warriors. If you save it 
through means other than regeneration 
(for example, Healing Salve), and it 
deals its combat damage to the War- 
riors, then the Warriors die. 


13) On my turn, | attempt to Disenchant my 
opponent’s Gossamer Chains. He 
responds by using its effect on one of my 
creatures, thereby returning it to his 
hand and saving it from 
my Disenchant. Is 
this legal, even 
though | have not yet 
declared my attack? 
No, that’s not legal. 
Gossamer Chains 
may only target an 
“unblocked crea- 
ture”—that is, one that 
has been declared as an 
attacker and has passed 
the “assign blockers” phase without 
having a blocker assigned to it. 


14) With Kaervek’s Spite, do you/can you sac- 
rifice your opponent’s permanents too? 
No. 


15) Can you bury an opponent’s Knight with 
Knight of the Mists? And what if there 
are no other Knights in play? 

You may bury an opponent’s Knight, 
but if there are no Knights in play, 
then you must pay the additional mana 
or bury Knight of the Mists. 


16) With Knight of Valor, can effects that 
remove flanking remove the extra -1/-1? 
No. Though the effect of the Knight’s 

ability strongly resembles flanking, it is 

not actually flanking. 


17) If Man-o’-War comes 

into play, can | have it 
return itself to its owner’s 
hand? 

Yes, and if there are no 

_ other creatures in play, 

you have to. 


18) Can Man-o’-War be 
Meddled or Deflected? 

No. You choose the target when you 
play the “comes into play” ability. This 
is not a spell, so it cannot be targeted 
by Meddle and so forth. 
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ISIONS FAQ ..... 


19) If Nekrataal is summoned and 
there are no nonartifact, nonblack 
creatures in play, nothing happens, 
correct? 

Correct: you ignore the ability 
since you cannot legally play it. 


20) With Phyrexian Marauder, do you count 
+1/+1 counters that are not its own? 
No. 


21) Pillar Tombs of Aku are in play. Are you 
required to sacrifice a creature if you 
have one, or can you pay the 5 life, bury 

Pillar Tombs, and keep the creature? 

You may choose whether to sacrifice 

the creature, or pay the life and bury 

Pillar Tombs. 


22) The card text on Pygmy Hippo reads, 
“Add an equal amount of colorless mana 
to your mana pool.” Equal to what? 
Equal to the amount that was 
emptied out of the opponent's 
mana pool. 


23) If Shimmering Efreet phases in while 
there are no other creatures in play, it 
phases back out, correct? 

Yes. If it is the only creature in play 
when you play its ability, then it phases 
itself out. 


24) If you attack twice with Relentless 
Assault, is Song of Blood’s +1/+0 bonus 
cumulative? 

Each creature can only get the Song’s 
bonus once. However, the bonus lasts 
for the entire turn. Attacking twice 
does not grant a +2/+0 bonus, but 
creatures will get +1/+0 each time they 
attack that turn. 


25) Can a Hulking Cyclops or Fallen Askari 
enchanted with Spider Climb block a 
creature with flying? How about a 
non-flyer? 

Spider Climb’s ability is easier to 
understand if you read it as “enchanted 
creature can block as though it had fly- 
ing.” The ability provided by Spider 
Climb, and the ability that creatures 
such as Giant Spider already have, only 
allows them to ignore the restriction 
imposed by flying. They must still be 
able to otherwise block the creature in 
order to block it. So a Fallen Askari 
enchanted with Spider Climb still can't 
block anything, and a Giant Spider 
still can’t block a Cerulean Wyvern. 


26) How does Suleiman’s Legacy effect Djinns 
and Efreets that phase in? 


It doesn’t. Things that 
phase in do not trigger 
abilities that trigger when 
something comes into play. 


27) If | have two Teferi’s 
Puzzle Boxes in play and four 
cards in my hand at the begin- 
ning of my draw phase, do I get to draw 
eight cards plus my regular card? 

You resolve the effect of each Puzzle 
Box fully before moving on to the next 
one. If you had four cards in your 
hand, you'd discard the four cards to 
the bottom of your library, draw four 
cards, discard those, then draw the 
final four. 


28) Can you use Lion’s Eye Diamond to cast 
spells that you’ve gotten with Three 
Wishes? 

Yes, since you do not discard the cards 
set aside by Three Wishes. And the 
fact that you look at them before set- 
ting them aside means that you can 
look at them whenever you wish. 


29) Do the creatures phasing in with Time 
and Tide have summoning sickness? 
No; creatures phasing in do not have 
summoning sickness, regardless of 
when they phase in. 


30) With Tithe, when do you check to see if 
you have fewer lands than your oppo- 
nent? When you cast it or when it 
resolves? 

If the effect of a spell or ability 
depends on counting things in play, 
they are not counted until the spell or 
ability resolves. 


31) | have a Triangle of War and a Skulk- 
ing Ghost in play. My opponent has a 
King Cheetah. | activate my Triangle 
of War, targeting my Skulking Ghost 
and the King Cheetah. 
Since the Skulking Ghost is 
buried before the effect 
resolves, does the King 
Cheetah die? 
Characteristics of the 
target of an ability are 
not checked until the 
spell or ability 
resolves. If the effect 
fizzles against one of 
its targets, then it has nu 
information about that target. 
In this case, the effect fizzles 
against one target (the Ghost), 
so 0 damage is dealt to the other 
target. 


ee ay 
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lournament News 


DCI Update 


The DCI announces additions and alterations to the Banned and Restricted 
Lists four times each year. These dates are: 

Classic March |, December | 

| Standard March I, June |, September |, December | 

[Classic Restricted is affected by all four dates] 


Arena League 
Update 


rena’s Spring 97 Season 
begins on April 11 and 
features the Continuous 


Draft format. This 


ag pl ne yey 
Limited-Environment The DCI would like to take advantage of this opportunity to make some improvements and classi- 
format tests players’ deck- fications to a few of the existing rules. The following alterations are effective on April 1, 1997. 
building skills, as it requires 1.2.5 PROXY CARDS 1.2.7 SHUFFLE 


them to build a new deck 


zs fs The use of “proxy” cards is not permitted. All Prior to the beginning of each duel, each 
from a limited pool of cards cards in the participant's deck MUST be genuine player shuffles his or her deck. R of 
before each match. Last fea- Magic: The Gathering® cards. Participants the method used to pitti 0 before — 
tured in Arena’s Autumn 96 may not use cards from the Collector's Edition, play commences each player conclude 


Season, Continuous Draft International Collector's Edition, or the Pro Tour Col- 
lector Set. Players may not substitute one card 
for another. Note, however, that when a judge 


this process with three standard riffle shuffles 
(sometimes called “shotgun” shuffles; see 


received glowing reviews from 12.15, Defifittions). Each time.a player shuffles 


players and retailers across the 


} determines a card has become excessively his or her deck during a match, the player’s 
nation. worn through p “in the current sanctioned Opponent may shuffle and/or cut the player’s 
For the Spring 97 Season tournament, the judge may provide a “proxy” deck. Players may not use this rule as an 
of Arena, each player must replacement card at his or her discretion. Opportunity to view any cards in their oppo- 
purchase three booster packs The term “proxy” includes counterfeit cards nent’s deck. After shuffling, the decks are 


or any card that is not a genuine Magic card. 
Violation of this rule shall be considered 
unsportsmanlike conduct and will be penalized 


returned to their original owners, who may 
then cut (but not reshuffle) the cards before 
play begins. If at any time during this process a 


of any combination of Fifth 
Edition” and/or Mirage™ 


Peee PURER EESU COTS eee ee eee eee 


Thus, players may choose appropriately. Counterfeiters will be prosecuted * player believes his or her opponent's cards 
either three packs of Fifth to the fullest extent of the law (see rules 1.2.3 are not shuffled properly, the player may 
Edition, three packs of and 1.2.15). request that a tournament official shuffle the 


deck. Note: a player may count the number of 
cards in his or her opponent's library at any 
time throughout the match. 

At the judge’s discretion, a one-minute 
time limit may be imposed for all shuffling that 
occurs during the duel itself (this includes 
card effects such as Thawing Glaciers and Sol- 
diers of Fortune). 


Mirage, or two packs from 


one set and one pack from A player may use plastic card sleeves or other 
the other. protective devices on cards unless the judge 

Before the first draft only, declares otherwise at the beginning of the tour- 
each player may be required nament. If a player chooses to exercise this 
by the rules to remove a num- _ ©Ption, all cards in the player’s deck and side- 
: board must be placed in these devices in an ws 
identical manner. If the sleeves feature holo- 
grams or other similar markings, cards m 


1.2.6 CARD SLEEVES 


ber of cards from play before 


proceeding. This is the only 1.2.15 DEFINITION OF TERMS: 


time a player may remove inserted into the sleeves so that these markings Duel — one game of Magic 

cards from play. For the appear only on the face of the cards. If for any Match — best two out of three duels of 
Spring Season, each player reason a player’s opponent wishes a player to Magic unless otherwise stated 

must remove one card before remove the sleeves or protective devices, he or Proxy card — a card that is used during 


C ex agit : she may request this prior to the beginning of 
the first match. This card will ant match Bad the. plage must. immadthty 
‘equests to de-sleeve must be made 

beginning of the match. Once the 


competition to represent another card; also 
counterfeit cards, or any card that is not a 
genuine Magic card 

Riffle shuffle — dividing the deck into two 
halves which are placed end to end, lifted, and 
allowed to fall rapidly together and interleave 
Cut — removing the top portion of a deck 
and placing it under the bottom portion, with- 
out looking at the bottom card 

Sideboard — Any additional cards that are 


never be included in future 
drafts; it is for you, the player, prior t 
to keep as your own. match vay, a player may only request 
Duelist #13 diagrammed that the ju aspect his or her opponent's 
how Continuous Draft works [eevee e ji \dge may choose to disallow a 
are DORN Pe oa player’s sleeves if they are obviously marked, 
; : worn, or otherwise in a condition that may 
mation can be found in the interfere with shuffling or game play.A sleeve 


Arena Floor Rules, the may be used to mark a player's card if the card not part of a player's deck. ‘Players may 
Player's Guide to Arena (avail- is in the opponent's playing field. exchange the cards in their sideboard is 
able at your local store when New card sleeves and/or protective devices are exactly 15 (fifteen) cards unless otherwise 


not permitted in sanctioned tournaments until noted. 


you register for Arena League the DCI gives its offical sie stheinl 


play), or on Arena’s website 


(http://www.wizards.com/Arena). AS ah AT Pe 


PTeeeee. TTT eee) EES ee ee 
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Single-Card Strategies 


GDIJEFF FRANZMANN 


Lp 
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The creature couldn't 
understand why it had 
been awakened; it 

understood only that it 
must answer the call. 
Since its creation, that | 
was all itever seemed 
to do. Not even the 
efforts of the Necro- 
mancer Emeritus could 
keep down one of The Wretched. 


take full advantage of The 
Wretched’s powers, you should 
ensure that your opponent will 
block the creature, and ensure that 
such a meeting will not result in the 
destruction of The Wretched. 

Placing Lure and Regeneration on The 
Wretched gives you access to a creature 
that not only puts all of an opponent’s 
blockers under your control, but also 
gives The Wretched a cheap, easy way to 
recover from the encounter. Or use Dark 
Privilege in place of Regeneration, as you 
can sacrifice creatures brought under 
your control to power the regenerative 
aspect of the enchantment while 
increasing The Wretched’s power and 
toughness. Further, Mystic Veil helps pro- 
tect The Wretched from sources of dam- 
age or destruction outside of combat. 

Creature enchantments like Feast of 
the Unicorn, Unholy Strength, Dark Privi- 
lege, or even a card with a negative 
effect like Cloak of Confusion, will 
encourage opponents to throw up crea- 
tures in defense. Add a Gorilla War Cry 
and your opponent will be forced to 
take damage or give up multiple crea- 
tures to your control. When The 
Wretched is protected by Mystic Veil, the 
only way an opponent will be able to 
reliably destroy it is through combat, 
which provides some great uses for over- 
looked creature enchantments. 

As The Wretched could potentially 
leave play at any time, despite your best 
efforts, be sure to have cards that let 
you benefit from creature death. Sacri- 
fice an opponent’s creatures to Phyrex- 
ian Vault for cards, or to Fallen Angel for 
a larger attacker. Throw them away so 
you can cast Hecatomb—whatever it 
takes to get rid of creatures before you 
lose control of them. 
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compiled by 
Melody Alder 


If you see or hear about a 
particularly interesting key 
play, write to us about it 
at “Key Plays,” c/o The 
Duelist, PO. Box 707, 
Renton, WA 98057, or 
<duelist@wizards.com>. 


Ah, those plays that bring out the triumph of winning and the agony of defeat. They 


always come as a surprise, and they always, always make it into the scrapbook of 


memorable Magic moments. 


For Want of a Lava Burst 


t was the Backdraft format at the Duelist Invita- 
tional tournament. In Backdraft, you draft your 
opponent's deck, so obviously you try to draft the 
worst possible cards. Scott Johns was facing off 
against Tom Chanpheng. The deck Chanpheng 
drafted for Johns contained very few creatures, all of 
which were weak, but it did contain one saving grace: 


Lava Burst—Johns’ only hope to win. 


But he couldn't seem to draw it, and no amount of 
“mind over Magic” was helping. He even had lots of 
cantrips and a Krovikan Sorcerer to help him draw more cards. 
Despite this setback, Johns was holding off Chanpheng rather 
admirably. Eventually, though, the situation started to look des- 
perate for Johns as his library dwindled from ten cards to five, 
to four, three, two..., and then he drew Lava Burst, the last card 
in his library. With glee, Johns cast the card that he assumed 
would win the game. But Chanpheng wiped the smile off his face 
when he played Hydroblast, countering the spell. 

Poor Johns forgot that he “backdrafted” Hydroblast himself, 


HUI 


PHOTOS BY DEREK 


Sub- 

. 
optimal! 
Chanpheng (left) 
wins with a little help 
from his opponent. 


ultimately contributing to his own demise. Even he didn’t know 


what he was thinking. 


‘Take That! 


t was at the Armageddon 2 tourna- 
ment in Latham, New York. I was 


playing an all-green, creature-heavy 


deck. My opponent, Josh Sawyer, 
was playing a blue/white Millstone 
deck with Island Sanctuaries. 

In the first duel, 1 was pounding on 
him heavily until he got out his Sanc- 
tuary/Howling 
Mine combo. 
From there, he 


managed to get rid of every flying 
attacker I had. I was up 26-5 on life, 
but was unable to attack, and every 
direct-damage spell or damage-dealing 
artifact I cast was countered. I was 
dangerously close to library death 
when Josh dumped all his available 
mana into Helm of Obedience. In 
response, I cast Worldly Tutor and put 
a Force of Nature on top of my library. 
The Helm made Josh take control of 
the card, and with no green mana to 
pay Force of Nature’s upkeep, Josh 


# took 8 damage on his turn and died. 


Josh went on to win the next two 
duels, but it will be a long time before 


aire 


_IN STOCK NOW - 

Last December, Iguana’s 
Comic Book Cafe held its first ever Iguanathon 
phone sale. It was such an incredible success that 
we have made it a semi-annual event. For two 
days this May (Monday, May 26th and Tuesday, 
May 27th), we will do it all over again and put the 
lowest possible price on every collectible card box, 
set and single we have in stock. Our team of buy- 
ers has been preparing for this Iguanathon since 
our last sale by seeking out incredible deals, and 
buying quantities of hot products. This summer 
you can forget buying at a huge gaming conven- 

tion or from any other company because Iguana’s 
will deliver to you the lowest possible price on 
Magic, Star Wars and more. Remember, May 26 
and May 27 is the time to buy that rare out of 
print card, a sealed pack of Arabian Nights, or a 
box of 5th Edition and Visions at an incredibly low 
price. Whatever you want give us a call during our 
Memorial Day Iguanathon Sale. 

We anticipate the response to this sale to be 
phenomenal, so call early. For your convenience 
our phone sale staff will be processing order from 
9AM until 1OPM central time both Monday and 
Tuesday. 
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123 N. Linn St, #1-A * lowa 
Vistr our 1 


iGu4ny’S tt DOOK Carr 


The Iguanathon Memorial Day Sale!!! 
Monday, May 26th and Tuesday, May 27th. 


The first 100 orders over $100 will receive 
one Mana Crypt Free (value of $20). 

Also EVERY PERSON who orders (minimum 
$29.00) is eligible to receive one of the fol- 
lowing while supplies last: 

-One Windseeker Centaur for $1.50 

-One Baron Sengir for $1.50 

-One Pack of Revised for $3.50 

-One Arena & Sewers of Estark Combo for 
$2.50 

(Limited quantities are available for this 
special. While supplies last. One choice per 
household). 


> We accept Visa, MasterCard, Discover, > We buy complete collections and 
checks, and money orders, ‘out-of-print cards and boxes, 
> Most orders are shipped same day. _ No cancelation accepted on 


> We ship anywhere in the world, 


ity, IA 52245 * 
11-6 CST * Sunday 1-4 


(519) 558-0086 


iGuaty’s COMiC DOoK Cafe 
* Phone: (319) _ Fax: (319) 338-0086 
MEGASTORE JUST enone are orF I-80. 


SUPER SALE DEALS - May 26th & 27th 


Iguanathon Phone Sale — Everything will 
be on sale. Call for our best prices. 

Check our web site Sunday, May 25 to get 
a partial listing of sale prices. 

Monday, May 26th * Tuesday, May 27th 

All Magic Sets 10-60% off 

All Magic Singles 10-75% off 

All in print Magic boxes will be so low we 
cannot print them here!!! 


It's all on sale for two days only. Our 
phone staff will be taking orders from 9AM 
to 10PM central time both days. 


visil our wes fare 
http://www.iguanas-cbc.com 
Email: cards@iguanas-cbc.com 
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Single-Card Strategies 


JEFF FRANZMANN 
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Deep within the 
Mourning Lands, 
Canticle was roused 
from slumber by the 
promise of death and 
decay. The earthy 
stench of the grave lin- 
gered in.his nostrils, 
even though it had only 
been a dream. He 
pulled on his robe and made his way to the 
study, unsure of how he would deal with 
what had been awakened. He hoped that he 
would find the answers he needed with the 
pages of the Jalum Tome. 


t first glance, Jalum Tome 

appears to be little more than a 

itoned-down version of Jayemdae 
Tome, both cheaper to use and less 
effective in terms of drawing cards. 
However, Jalum Tome can prove effec- 
tive in many situations. 

Graveyard recycling is where Jalum 
Tome can truly shine. If you are making 
heavy use of spells like Animate Dead, 
Dance of the Dead, Necromancy, or Shal- 
low Grave, you can use the Tome to dis- 
card a high—casting-cost creature to the 
graveyard, while drawing a new card at 
the same time. If you have creatures 
like Ashen Ghoul, Nether Shadow, 
Krovikan Horror, or even Necrosavant in 
your hand, you can quickly cycle 
through your library and get your 
grave-dancing creatures in play. Add 
Death Spark into the mix, and you have 
a wide variety of options. Combined 
with Tombstone Stairwell, simply dis- 
carding creatures into the graveyard 
becomes a tactic in and of itself, as you 
will be drawing cards to replace them 
with the Tome. 

You can further improve this kind of 
deck recycling through library-manipu- 
lation cards such as Soldevi Excavations 
or Lim-Dal’s Vault. Visions, Brainstorm, 
Diabolic Vision, Sylvan Library, and Por- 
tent all help you decide whether the 
Tome is a wise decision. Orcish Spy is 
even more effective, since you can use it 
every turn before activating the Tome. 
Or use cards in combination with the 
Tome to discard cards that are less 
than useful and replace them with 
cards that are more immediately 
beneficial (often called “filtering”). 
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hat does a mixed-doubles tournament and a neighborly Friday evening of 
games have in common? They’re both good fun and they both provide the 
opportunity for women, as well as men, to play Magic: The Gathering. 

There is a myth that women don’t like Magic. My experience as a 
woman has been that we play Magic much like we do most other things: if 
it holds our interest, we'll pursue it. If an activity requires hiding in a back 
room for forty-seven hours with only cheese doodles and sodas to sustain us, we'll 
probably be less likely to engage in that particular activity. 

Women tend to be social beings, so events that allow for some interaction are more 
likely to attract us. If a group of friends is getting together for an evening of games 
and conversation, or a friendly (albeit competitive) evening of tournament play, 
you're more likely to see women involved, whether the game is baccarat or Magic. 

I play Magic because it’s fun, imaginative, and challenging. And part of what 
makes it fun is the company of people around me. While I don’t win every game, I 
do prevail reasonably often. Most of the women I know who enjoy Magic say the 
same thing about their playing prowess. Are we less competitive than our male 
counterparts? Perhaps. 

I play games with a regular crowd, composed evenly of men and women, and we 
play Magic as often as any other games. I also participate in mixed-doubles tourna- 
ments that pop up at hobby shops and schools. If you haven't seen one, call Wiz- 


ards of the Coast and arrange one. They’re a blast. Invariably, the people who 
expect to win are surprised, sometimes by the very women who supposedly 


don’t play the game. 

What's the bottom line? Magic is a great game, regardless of which way you 
button your shirt. If you’re looking for only female players, you'll probably have to 
seek them out. While there certainly are women who play the game, many more 
male players dabble in Magic. Perhaps it’s the cultural view of gaming we all grow 
up with, perhaps it’s something else. Finding female players can take a little more 
energy, but we do exist. 

Defining ‘Mixed Doubles.’ “Strictly speaking, any play environment uti- 
lizing a male-female team could probably be classified as ‘mixed doubles,” explains 
Kevin Endo, who stages mixed-doubles tournaments at Wizards headquarters on 
Friday evenings. 

Following Endo’s format, each team receives two starter decks and four booster 
packs (sometimes more). They combine all the cards together and build two forty- 
card decks, along with a separate sideboard for each deck. 

Teams are then paired against one another, with the men playing three games 
against other men and the women playing three games against other women. To 
accommodate this, Endo changes his onsite computer program to record six games 
per match. Pairings and rankings are figured by game records and not match 
records. Usually it’s two points per game victory, zero points per game lost (or 
unfinished), and one point for games which end in a draw. 

The team with the most game points after four, five, or six rounds, depending on 


how many are played, wins. —Sue Mohn 
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XPERTADIIE STRAIGHT FROM THE START 


by Melody Alder 


Deck Building from Scratch 


Any Magic player can create a deck. 


very deck must have a way to win, usually by dealing damage. Crea- 

tures are the most popular means of dealing damage, but direct dam- 

age is also widely used. Some decks supplement their damage 

capacity with indirect damage (that is, through cards like The Rack or 

Cursed Land). And still others use an alternate way of winning—by 
running the opponent out of cards. 

Brian Hacker's deck from Pro Tour—Dallas provides a good example of 
dealing damage through creatures. Choosing which creatures to include in 
your deck can be somewhat overwhelming, as there are so many to choose 
from. Obviously, the more versatile a creature is, the better. Hacker was 
careful in his choices, picking some of the best creatures allowed in the 
Standard environment at that time. For instance, Black Knight is a 2/2 
creature for two black mana that also has first strike and protection from 
white. Likewise, Knight of Stromgald and Order of the Ebon Hand are 
great bargains because they are 2/1 creatures with protection from white, 
plus the ability to pump up power and gain first strike—all for a casting 
cost of two black mana. Hacker's deck also contains four Hypnotic 
Specters, a 2/2 flyer that makes your opponent discard a card at random if 
the Specter deals damage to him or her. Having flying and the extra “saboteur” 


But creating a deck that wins more than 
it loses takes more than just slapping 
some cards together. Most “expert” 
deck builders will agree that you need 
to think about two things when building 
a basic deck: a way for your deck to win, 
and a way to keep your opponent from 
winning first. How you achieve balance 
between the two depends on how you 
want your deck to work. To illustrate, 


I’ve chosen three decks that have 


proven themselves in tournaments, each 


through ai@ifferent way. (h °9 
apinS deck 


| Ball Lightning 

2 Death Spark 

2 Dragon Whelp 

2 Dwarven Miner 

4 Goblin Balloon Brigade 
3 Gorilla Shaman 
___ | Guerrilla Tactics 
Hammer of Bogardan 
4 Incinerate 
lronclaw Orcs 
Lightning Bolt 
Orcish Artillery 
Cannoneers 
Librarians 
3 Pillage 

| Black Vise 
hra’s Factory 
17 Mountain 
I Strip Mine 


LUSTRATION BY DITERLIZZ! 


ability makes the Specter a fantastic deal for only 1®®. 


Patrick Chapin’s deck, also from 
Pro Tour—Dallas, takes a more direct 
approach to dealing damage. It con- 
tains creatures that deal damage, such 
as Ball Lightning, a 6/1 trampler; and 
Dragon Whelp, a 2/3 flyer (into 
which you can pump red mana to 
make it more powerful). But it also 
dabbles in direct damage—that is, 
spells that deal damage directly to 
either a creature or a player. Death 
Spark is a good deal because you can 
reuse it. It deals 1 damage, but if it 
goes to your graveyard with a creature 
card above it, you can put it back into 
your hand. Likewise, you can return 
Hammer of Bogardan to your hand 
for 2@@@ after it deals its 3 damage 
and goes to the graveyard. Guerrilla 
Tactics deals 2 damage and can 
potentially deal 4 if your opponent 
makes you discard it. And Incinerate 
and Lightning Bolt each deal 3 dam- 
age. In addition to all this, the deck 
contains creatures with direct-dam- 
age capabilities. Orcish Cannoneers 
and Orcish Artillery deal 2 damage 
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4 Counterspell 
4 Power Sink 
1 Recall 
4 Spell Blast 
| Balance 
4 Disenchant 
3 Land Tax 
4 Swords 
to Plowshares 
4 Wrath of God 
3 Icy Manipulator 
| Ivory Tower 
3 Millstone 
| Zuran Orb 
4 Adarkar Wastes 


I City of Brass 

4 Island 

3 Mishra’s Factory 
6 Plains 

| Ruins of Trokair 
4 Svyelunite Temple 


(but 3 to you) just by tapping them. 
Between direct damage and creature 
damage, this deck has a lot of potential 
for winning. 

Just by glancing at Hammer's deck 
from Pro Tour—New York, it’s easy to see 
that it contains nothing that deals dam- 
age. So how does it win? Remember, you 
win if your opponent cannot draw a card. 
This deck doesn’t just leave that to 
chance. Rather, it forces an opponent to 
go through his or her library faster with 
Millstone (2, : Take the top two cards 
from target player's library and put them 
into that player’s graveyard). With three 
Millstones in the deck, there’s a good 
chance that at least one will surface in 
play, and since this deck is designed to 
stall the game (see below), even one 
milling could win the game if your 
libraries are of equal size. 


RULING THE WORLD 
(AND NOT DYING) 
Once you've established a way for your 
deck to win, you need to think about 
stopping your opponent from winning. 
This can be done through protection 
(with Circles of Protection, healing, and 
life-gaining spells) and by controlling the 
board (getting rid of your opponent’s more 
annoying cards to exert your offense). 
Creatures, of course, are a form of pro- 
tection because of their ability to block. 
The creatures in Hacker’s deck could, if 
necessary, serve as a pretty steady defense, 
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but the deck’s sheer offense works as its 
defense. If you get in trouble, Drain Life 
is helpful, as it allows you to kill creatures 
while gaining life. 

Hacker's deck relies mainly on offen- 
sive control. Choking Sands and Strip 
Mine destroy land, while Terror destroys 
creatures. Contagion, likewise, has the 
potential to destroy creatures, or at least 
weaken them by putting —2/—1 counters 
on them. And finally, if you get over- 
whelmed, you can activate Nevinyrral’s 
Disk and destroy everything on the board 
except land. This deck also controls by 
giving you card advantage. Hymn to 
Tourach makes your opponent discard 
two random cards (two less cards to 
potentially harm you). Necropotence lets 
you trade life for cards, which is an advan- 
tage if used correctly. The more cards you 
have in hand, the better your chances of 
hurting or controlling your opponent. 

Chapin’s deck employs pure destruc- 
tion. With so many low-casting-cost 
creatures and so much direct damage, this 
deck can keep most opponents on the 
defensive throughout the game. And the 
direct damage is especially useful for 
killing creatures. The deck does, however, 
have a way to control the number of cards 
your opponent has in hand. Black Vise 
deals 1 damage to your opponent for 
every card in his or her hand over four, 
perhaps forcing your opponent to use 
cards frivolously. 

Hammer's deck has no creatures, and 


4 Bad Moon 

4 Black Knight 
4 Choking Sands 
2 Contagion 

3 Dark Ritual 

| Drain Life 

3 Erg Raiders 


| Hymn to Tourach 

4 Hypnotic Specter 

4 Knight of Stromgald 

2 Necropotence 

4 Order of the Ebon Hand 
2 Terror 

| Nevinyrral’s Disk 

4 Mishra’s Factory 

| Strip Mine 

16 Swamp 


therefore needs a lot more defense and 
control than the average deck just to stay 
alive. This deck’s main defense is its coun- 
termagic, in the form of Counterspells, 
Power Sinks, and Spell Blasts. You can 
also gain life with Zuran Orb: for every 
land you sacrifice to the Orb, you gain 2 
life, so if you get into trouble, this card 
might let you live long enough to deplete 
your opponent's library. 

Because Hammer's deck has only three 
cards that actually help you win the game 
(the three Millstones), it needs Aeavy con- 
trol. One of the deck’s strategies is to stop 
opponents’ cards from coming into play in 
the first place with countermagic. But 
once your opponent gets a card into play, 
you need to be able to deal with it, either 
by destroying it or shutting it down. The 
Disenchants and Swords to Plowshares 
will destroy single cards in play. More 
effectively, the deck also has four copies of 
Wrath of God, which destroys all crea- 
tures in play, and Balance, which not only 
buries creatures, but can also force your 
opponent to discard cards and give up 
land in play. In addition to this destructive 
control, the deck has three Icy Manipula- 
tors, which can be used defensively to tap 
a creature, artifact, or land. Finally, Ham- 
mer’s deck has three Land Taxes, which 
allow you to “thin” your deck, increasing 
your chances for a better draw. 


THE PERFECT BALANCE 

It’s a lot easier to analyze someone else’s 
deck than it is to build one, but after you 
understand why a deck works, you're that 
much closer to building your own. Just 
remember that your deck needs more 
than just a way to win. A good deck also 
needs defense and, more importantly, 
control. Don’t forget to add enough mana. 


~ Land is the most common resource for 


mana, but some spells, artifacts, and even 
creatures produce mana as well. Most 
decks should contain about forty percent 
mana-producing cards. Once you have 
assembled these ingredients, play the deck 
in order to find its weaknesses. If you get 
slaughtered, then you need to reevaluate 
your deck until you've gained that perfect 
balance between winning and control. 


Melody Alder is a member of the flavor text 
team at Wizards of the Coast. 


ILLUSTRATIONS BY DITERLIZZ! 


Ac 
= . , 
jes “Dojo 
mr than Low Scrye! | 
Sue 4/1 or #19 of Scrye, prices are subject to change without notice) 7 = 8 88-AN IM E- 4 U 


Visions Mirage 
Anvil of Bogardan . $4 Razor Pendulum . $4 
Necrosavant $4 Abyssal Hunter . $4 
Bogardan Pheonix. $4 Forbidden Crypt. 25) en 
Breathstealer’s Crypt. $5 Tombstone Stairwell $4 + 
Pygmy Hippo. $5 Preferred Selection $4 , 
Teferis Realm. $4 Seeds of Innocence $4 ~ ; 
Equipoise. $5 Discordant Spirit . $4 1 
Reve of Singularity. $4 Malignant Growth $4 bs , 
% Reflect Damage $4 ioe JM bof videos 
date Auc Hon x a (15% off.if ) i N} 
Subterranean Spirit $4 6.0r more videos)’ 


Psychic Transfer... . $4 va 

full Chamber»... 29. . $4 : i 
a Sidar jabari . » fr a $4. 
ee apes 


| 
5 ni fr, 
X-Files 


el 2-3 days to mos a é 
gen id beweEieath in Pre ) 
sen. tg eas areas of the U.S. 4 Catalog 


$3 fey 
$3 Magic Source Japar ve 
/ £T email 5 ORAL), 
ction Chief Joseph McGrath” $3 Tel: 052-565- pb i 
Symbol of Faith, ~.. rae Fax: 052-565-9290 


email: mtgsrcjp @now.or jp 


| To place an order call: 


Card Games - Roleplaying Games: Anime 
100,000 cards in stock - Free catalog 
Fast and free shipping* 


* Free shipping on factory sealed boxes over $50. * Fast shipping - 2-3 days in most areas 
Not responsible for typos. Prices subject to change without notice. 


ss 
atte 


aE lia @ en OS a, Nett 


alert ULTIMATE® PROTECTION FOR VeURVEATING CARDS. 


— SET INCKUBESI6@ GAME KEEPER. 
Me ET SLEEVES 8. STORAGE BOX & e, 
an oar | 
tp ARCHIVAL AGEL Ne ALOR ores : | 
y : = ee. > 
pee DEALING, PROTECTING | 


ey Sg ae CARDS 


PLEASE CONTACT ONE OF THE FOLLOWING, OR ANY PKK DISTRIBUTOR, FOR INFORMATION ON THE ULTIMATE® SUPPLY PRODUCTS. PLEASE, WHOLESALE INQUIRIES ONLY. 


BLL SPORTS MARKETING GHA WROLESALE PLAVERS COLORADO SPORTS SWEET BERL BASE SPORTS NES LID 
aO0ISON watcnan HA0257! DENVER. CO. 80233 NORTHRIDGE. CR. 91324 TRIPE! 116, TRIMAW Weal Sbset U4 emoae 

fal (508) 231-0030 (808) 850-9545 (818) 407-4755 (886) 2836-7324 (44) 1803-73083 

eee) 47 WOORED OM CARDS PLAYERS MIDWEST SPORTS WASHINGTON SPORTS SUPPLY CO Cals 5 COUTTS LD OLAF FRIESE cms [Pp ROOuUCcT sf 
ce ir ea” ae” Bee 

(804) 853-6625 WO GUM. JUST Ca ape sie es feos | dee Lap ll THE ULTIMATE COLLECTION 
FOURTH-N- GORL HUNTSVILLE. 1X. 77340 (206) 872-8288 

(aie) se 3083 (S16) 345-3i9s (800) 375-2726 (305) 61-7: FOR FURTHER INFORMATION 


© 1996 PKK PRODUCTS/"THE GAME KEEPER" & "THE ULTIMATE" ARE TRADEMARKS AND ARE SOLE PROPERTIES OF PKK PRODUCTS, 


EXPERT ADVICE 


DECK DECONSTRUCTION 


by Beth “BethMo” Moursund 


"The Geeba deck, now 

& more commonly known 

_as the Sligh deck, takes 
several of the usual deck- 


ligh / Geeba 


he Sligh/Geeba deck first drew wide 
attention in a 1996 Pro Tour Qualifier in 
aGy Sere RAE Dan liGtictotale Gane 
building concepts and Atlanta. Not only did Paul Sligh take sec 
by ond place out of eighty-two participants, 
_ stands them on their | but he went undefeated through all the 


i Swiss rounds, quarterfinals, and semifinals. 


eae heads. The original Geeba Along the way, the Geeba deck even beat the 


: Necrodeck that eventually won the tournament. 

_ deck was designed by Jay : y wor 

Y Jes After the tournament, David Doust posted a 

4 Schneider. The name report on the Internet that described the deck as 

iS : “Paul Sligh’s Orcish Librarian deck...a goofy (no 
-Geeba came from a live B ee 


a offense) red deck that...looks on the surface like 


__ roleplaying group, in 
__ which goblin language 
"consisted solely of the 


a deck that you would make out of people's 
unwanted commons.” As the deck received more 
and more attention, the name “Sligh deck” stuck. 
Sligh decks are currently among the most popu- 
lar tournament decks, and continue to do well. 


_ word “geeba” in various 

5 DECK FOUNDATIONS 

» Intonations. In the earliest Though certain cards such as Ironclaw Orcs, 
versions of the deck, every Goblin Balloon Brigade, and Orcish Librar- 


ian/Artillery/Cannoneers have become almost 
synonymous with the Sligh deck, the actual deck 
design isn’t based around specific cards. Instead, 


creature in it was a geeba 


a Sligh deck is built around a “mana curve.” The 
goal of the deck is to spend all its mana every 
turn, making the most efficient use of its 
resources and overwhelming the opponent. The 
deck has evolved since its earliest days; the 
mana curve Jay Schneider now recom- 
mends is as follows: 


eect oink NOLOF CARDS 7 
1 mana 9-13 
2 mana 6-8 
3 mana 3-5 
4 mana 1-3 
X spell 2-3 


This basic pyramid is 
supplemented by eight to ten 
cheap destruction spells— 


Bolts, 


Incinerates, or other low-cost 


mostly Lightning 


creature removal spells (Shat- 


“Geeba, geeba, geeba!” 

Illustrator Tom Wanerstrand 

has never spoken unkindly 
toa goblin. 


ter and Pillage are also good). Death Sparks are 
as good as Lightning Bolts against pump- 
knights and other fragile 1-toughness creatures, 
and you can usually arrange for them to end up 
underneath a creature in your graveyard, allowing 
you to reuse the Spark multiple times. 

Most of the Sligh deck is composed of crea- 
tures, and all of the creatures should be mana- 
efficient. For each mana cost, choose the best 
power/toughness available, but stay away from 
creatures too tough to be killed by a Lightning 
Bolt or Incinerate. (If your opponent takes con- 
trol of one of your creatures, you want to be able 
to get rid of it!) The much-laughed-at Ironclaw 
Orcs is a good example. For 1@ you get a 2/2 
creature—a better buy than anything else red 
offers. True, they are handicapped when it comes to 
blocking (they can't block creatures with power 
greater than 1), but the Sligh deck takes the 
offense right from the start, so blocking is rarely 
an issue. Jay Schneider goes so far as to say, “.. .if it’s 
blocking, it’s losing (and probably lost).” 

Choose creatures with special abilities that will 
help the deck. Creatures with direct-damage 
capabilities are especially valuable, since you can 
use them to pick off your opponent’s creatures 
from a distance and attack with them when your 
opponent is undefended. The Orcish Artillery/ 
Cannoneers serve this purpose admirably and are 
fairly cheap to cast. Like the Ironclaws, they have 
drawbacks—in this case, they damage you when 
you use them to shoot. But again, since the Sligh 
deck plays so offensively, you'll generally have 
more life than your opponent, so this isn’t as dan- 
gerous as it might seem. 

Another key is to include some colorless 
sources of damage; otherwise a Circle of Protec- 
tion can ruin your whole day. (Before the Fifth 
Edition rule changes, Manabarbs was the best 
way to deal with Circles, but now that the Cir- 
cle user can tap all lands during damage preven- 
tion and then pay just one mana to prevent the 
damage, it has lost much of its effectiveness.) 
Mishra’s Factory, Brass Man, Walking Wall, 
and Soldevi Sentry have been popular choices. 
Winter Orb is another possibility. If your oppo- 
nent has less untapped land than you have 
creatures, that Circle isn’t much good. 
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Some Sligh deck builders take a different 
approach, preferring to make a deck that has no 
artifacts or enchantments at all. This leaves most 
opponents with useless cards in their hands, often 
giving the Sligh deck even more of an advantage 
(although this creates a disadvantage against a 
Circle of Protection). Those who go with this 
strategy usually keep artifacts in their sideboard, 
bringing them in on the second or third game 
once their opponent has sideboarded out all of the 
“useless” anti-artifact cards. 

A Sligh deck can get away with having less 
mana than many decks, since it’s a single color and 
contains mostly inexpensive spells. Don’t skimp 
too much on land, though. A Sligh deck won't 
completely roll over and die if you get only one 
land in the first few turns, the way many deck 
styles will, but it will still be severely crippled. 
Plus, if your opponent manages to stop your crea- 
ture rush, a good-sized X spell or overpumped 
Dragon Whelbp is often the key to victory. 

You'll want at least fifteen lands that produce 
red mana, even if you're playing with a full com- 
plement of Mishra’s Factories and Thawing Glaci- 
ers. Include some non-mountain lands, such as 
Dwarven Ruins, in case of Conversion. 


PLAYING THE DECK 

As mentioned earlier, the Sligh deck is designed 
to spend all its mana every turn. In the first few 
turns of a duel, a Sligh deck plays just like a red 
weenie deck. Get some creatures out as quickly as 
possible and start attacking. If your opponent has 
a blocker of the same size, attack anyway. You 
have more creatures than just about anyone except 
a pure weenie deck, so a one-for-one trade is 
almost always to your advantage. 

As you get more land into play, your larger crea- 
tures and creatures with direct-damage capabili- 
ties become available. This is how you win over 
the pure weenie decks. Your creatures can now 
destroy your opponent's and live to tell the tale. 

Against most deck types, you'll want to keep 
casting the biggest creatures you can, swarming 
your opponent. Watch out for mass-destruction 
spells, though. If you think your opponent is playing 
with Wrath of God, Jokulhaups, or anything else 
that can wipe out an army in one blow, then you 
need to play more cautiously, putting only a few 
creatures into play at one time. 

Don't waste direct-damage spells on your oppo- 
nent. Their purpose is to clear away all your oppo- 
nent’s creatures. First priority goes to any 
creatures that might stop yours (especially those 
annoying first-striking Knights), but if your oppo- 
nent has a small creature that he or she refuses to 
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trade by blocking, blow it away with direct dam- 
age. Against larger creatures, watch for opportuni- 
ties to combine damage from two sources. For 
example, if your opponent has a 4/4 creature and 
you have Incinerate in your hand, attack and allow 
him or her to block and kill the attacking creature. 
After the attack, finish the large creature off with 
the Incinerate. 

An exception, of course, comes when you're fac- 
ing a creatureless or near-creatureless deck. In that 
case, blast away. Another exception deserves spe- 
cial mention: if you have a Death Spark in your 
hand and don't have a better use for the mana, cast 
it in response to any spell that is going to kill one 
of your creatures, even if you have no target except 
your opponent. This will put the Death Spark in 
the graveyard right under the creature, allowing 
you to retrieve it next turn. One damage isn't 
much, but a few plinks of this kind add up over 
the course of the duel. Also, the annoyance factor 
will sometimes fluster less-experienced opponents 
into making mistakes. 

If you run up against a Circle of Protection: 
Red and have no way past it, don't give up right 
away. You have roughly as many creatures in your 
deck as your opponent has lands. With some luck 
in the draws (or help from an Orcish Librarian), 
you may be able to overwhelm the Circle by get- 
ting out more creatures than your opponent has 
lands. Keep attacking every turn, so your oppo- 
nent will have to spend most or all of his or her 
mana on the Circle. Just hope you don’t run into 


Wrath of God. 


OTHER COLORS 

The Sligh deck is red, but the same mana curve 
concept can also be applied to other colors. No 
other color has the cheap direct damage of red, 
but other strengths can make up for this. Some 
players are experimenting with black or white, 
revising traditional weenie decks to use a Sligh- 
like mana curve. Green creature-horde decks can 
also benefit from this approach, though green’s 
fast mana from Elves allows a steeper, higher 
curve. We've even witnessed discussion of a blue 
Sligh “fish deck” featuring Merfolk and Lords of 
Atlantis! Only time will tell which of these will 
prove effective on the tournament circuit. ® 


Beth Moursund recently turned her professional career 
to full-time freelance writing. We're all wondering 
what took her so long. 


If you'd like to see a specific deck type discussed, write to 
“Deck Deconstruction” c/o The Duelist, P.O. Box 707, 


Renton, WA 98057, or email us at <duelist@wizards.com>. 
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BERT ADVICE MURK DWELLERS 


by Tom Wylie 


Controlling the Possibilities 


Most new concepts just ne of our basic assumptions about a Magic expansion is that it 
bend the rules a bit, or should not limit itself to the old, familiar concepts that have 
combine elements that | already been presented in the card sets. Rather, some percentage 
we've seen in the past of the expansion should be devoted to exploring new ideas or 
into a new set of abilities. | themes. The pitch cards from Alliances are a classic example of | 
Others set out to shatter this. While the effects of these cards were not particularly innov- 
existing assumptions ative, they were the first spells that could be cast by a player who was tapped | 
about what is and isn’t out. This was a fairly radical departure from the existing philosophy about | 
possible. Here’s to playing cards, and Force of Will and Contagion in particular had a large 


innovative thinking. impact on how the game was played. 


Most new concepts just bend the rules a bit, or combine elements 
we've seen in the past into a new set of abilities. Others set out to 
shatter existing assumptions about what is and isn’t possi- 
ble. In Ice Age, for example, Jester’s Cap revolutionized 
what you can do to an opponent's deck, and Ice Cauldron 
presented a way to play cards that aren’t in your hand. 
Visions has a few cards that present yet another chal- 
lenge to the status quo. In this article, let’s look 


closely at a couple of these cards. 


RELENTLESS ASSAULT 

In many ways, this is the biggest rebel to come across 
the Magic landscape in quite a while. Sure, Mirage 
had Celestial Dawn, A//iances had its pitch cards, and 
Ice Age had Ice Cauldron. But while these cards gen- 
erated several questions, they generally stuck to using 
existing concepts in a new way, such as changing 
color and land type (Celestial Dawn), or playing a 
card by means other than paying its casting cost 
(pitch cards). 

Relentless Assault, on the other hand, breaks one 
of the basic assumptions of Magic: that a player can 
only declare one attack each turn. Several templates 
and rulings revolved around this central assumption 
and never addressed the possibility of a second 
attack. So it shouldn't be surprising that once 
Relentless Assault hit the streets, various cards and 
templates had to be adjusted to compensate for it. In 
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Relentless Assault was created 
during the same time as 
Arabian Nights. Originally part 
of the Mirage design, it was 
moved to the Visions set when 
Mirage entered Wizards develop- 
ment in October, 1995.1 can't 
recall the exact reason for the 
delay. However, | do remember 
that Relentless Assault scared 
members of R&D. 

The inspiration for Relentless 
Assault came from the game 
Cosmic Encounter—I love cards 
that break the rules—and 
Richard Garfield's Fork. With 
Fork, you could double your 
direct damage, double your extra 
turn, or double the number of 
cards you drew. But we wanted 
to double our attacks—not just 
one creature like wimpy Berserk, 
but the entire horde. 

The power, simplicity, and 
uniqueness of Relentless Assault 
has made it one of my favorite 
cards for years. And now it has 
the chance to be yours. 

—Bill Rose 
Wizards of the Coast R&D 
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many cases, we had to simply make up the 
answers, as nothing in the existing templates 
provided definite conclusions. 

The questions raised by Relentless Assault 
involve the impact of a second attack to the 
turn structure. What does this mean for 
spells and abilities that can only be played 
before combat? Do effects that last “until end 
of combat” resume at the beginning of the 
second attack? 

Most of these questions can be answered 
by viewing the main phase as having a sort of 
“] get to attack” light that’s either on or off at 
any given time. If the light is on, then you 
can declare an attack and either player can 
make moves that precede combat, such as 
using Norritt or Arcum’s Sleigh. Beginning 
the attack turns this light off. 

The first set of cards affected by the possi- 
bility of a second attack are those that require 
a creature to attack or block. Does a Jugger- 
naut have to attack during each of the two 
attacks? Does it require me to declare the 
second attack, or can I simply keep my crea- 
tures back to block? Would a creature 
enchanted with Lure have to be blocked by 
all available creatures during each of the 
attacks? 

Note that the existing templates don't 
point to any particular answer. For example, 
Juggernaut simply says: “Attacks each turn if 
able.” There’s nothing to indicate whether it 
would have to attack twice each turn; for 
example, it doesn’t say “attacks once each 
turn if able.” We went back and forth on this 
issue, but eventually settled on the following: If 
a creature attacks, this satisfies any require- 
ments that it attack. If one creature is 
assigned to block another, this satisfies any 
requirements that the first creature block. If 
there is another attack later in the turn, the 
requirement(s) that the creature just satisfied 
will not be in force, though of course there 
might be other effects requiring it to attack 
or block. 


OGRE ENFORCER 

Ogre Enforcer does not break the rules in the 
same sense as Relentless Assault. Rather than 
subverting a fundamental aspect of the game, 
it just tweaks that aspect, and then only in 
regard to itself. In fact, the Ogre Enforcer 
ability is not entirely new to the game. Play- 
ing Consecrate Land on an animated land 
effectively gives the land a similar ability: 
“Enchanted land cannot be destroyed by 


lethal damage.” This is simply the first time a 
creature has had the ability built in, and as 
usual, players don’t start asking certain ques- 
tions until an ability becomes common. 

The primary concept to keep in mind 
with Ogre Enforcer is that it accumulates 
lethal damage just like any other 4/4 crea- 
ture. The only way it breaks the rules is that 
it can only be destroyed by lethal damage if 
all of that damage comes from the same 
source. This means that any effect that 
depends on lethal damage is handled nor- 
mally, even if Ogre Enforcer isn't destroyed 
by the lethal damage. For example, if your 
opponent supplements damage to your 
Enforcer from other sources with Disinte- 
grate (“If lethal damage is dealt to that crea- 
ture this turn, remove it from the game”), 
and the Enforcer suffers at least 4 damage 
that turn, it is still removed from the game. 

Ifan Ogre Enforcer’s toughness is reduced to 
less than 1, it is considered to have lethal 
damage, though it isn’t destroyed unless 
actual damage has been dealt to it that turn. 
Remember that while a creature can be 
assigned 0 damage, there is no such thing as 
dealing 0 damage to it. Thus, a 0-point 
Earthquake would not be sufficient to kill an 
Ogre Enforcer, even if the Enforcer has a 
toughness of less than 1. 

“Trample damage” interacts with Ogre 
Enforcer just as with any other creature. 
That is, any trample damage in excess of 
lethal damage will be redirected to the 
defending player at the end of damage pre- 
vention. This will occasionally mean that 
trample damage which would be necessary 
to destroy the Enforcer gets redirected, even 
if the attacker would rather have the damage 
remain on the Enforcer and destroy it. For 
example, suppose an Ogre Enforcer blocks a 
Teremko Griffin (2/2, banding, flying) 
banded with a Crash of Rhinos (8/4, tram- 
ple). Assuming nothing else happens, 2 nor- 
mal damage and 8 trample damage will be 
dealt to the Enforcer. At the end of damage 
prevention, 6 of the trample damage is redi- 
rected to the defending player. After damage 
prevention, the Ogre Enforcer has been 
dealt 2 points of damage from each of two 
sources, so it isn’t destroyed, even though at 
one time, it was about to be dealt enough 
damage from a single source to destroy it. @ 


Tom Wylie was never told that Sands of Time 
wasn't supposed to affect itself. 
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Its Time to Change Your Game 


You ve tried the light side. You've tried the dark. You've summoned 
vo many War Mammoths you can't see sti aight. Bestoes, tts all about 
killer decks, anyway. Its easy to get caught ina rut. The same card 
game, over, and over, ano over. You need a break. Its time to get back to 
role-playing. 


There are whole worlds waiting for you in the 
AD&D*® game. There's the heroic adventure of 
BIRTHRIGHT? the gothic horror of RAVENLOFT® and the 
otherworldly oddities of PLANESCAPE® 

There's the new DRAGONLANCE®: FIFTH AGE™ 
Dramatic Adventure Game based on the all-new SAGA” 
Game Rules. It’s a great new RPG, not a card game, not 
collectible, and not AD&D. 

And this summer, there'll be the stars ... 

Come back to role-playing. You won't even miss the 
thallids. And believe us, they won't miss you. 


Come Back to Role-Playing! 


To find the store nearest you call toll-free 1-800-384-4TSR. 
Questions? Call Rob Taylor at 414-248-2902 or Email TSRConSvc@aol.com. 
Visit us on America Online at keyword: TSR. 


Dingeons ragons’ 


. <ae, 
BIRTHRIGHT, RAVENLOFT, and PLANESCAPE are campaign worlds for the AD&D game. ® and ™ designate trademarks owned by TSR, Inc. ©1996 TSR, Inc. All rights reserved. 
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“Enlightened Cutor” 
“Robert Hahn 
understands that winning 


4 isnt just knowing the game. 
“You have to know 
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element. The outer game of Magic is 


THE EXTRAORDINARY APPEAL of Magic: The 
Gathering has a great deal more to do with compe- 
tition than is commonly acknowledged. The collect- 
ability of Magic cards appeals to some, but most 
players only collect cards that possess some sort of 
“play” value. The artwork is beautiful and adds to the 
presentation, but the value of a card is generally 
based on what it does, rather than how it looks. It’s 


the competition that drives the game of Magic. It’s 


game so compelling. % The g 
a 


Prt Pre = 
described as having an outer element 


cards: the deck you've built, the luck of the draw, 
specific decisions made from one moment to the 
next, mia myriad other intricacies we understand as 
“playing” Magic. The result of the outer game is 
either victory or loss, but the result of the inner 
game is something else altogether. % The inner 
game is distinct from victory or defeat. I believe that 
all players are aware of the inner game, either con- 
sciously or not, but that some spend far too little 
time developing this important and valuable part of 


the Magic experience. 
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RCAT HINDS 


So what makes a great Magic player? The an wers: 

ied as the players themselves. Most are ext 
builders, but some great playess never make their own 5 deciees 
they just copy a succes: eck and crush everyone within 
driving distance. of the subtle nuances of the 
rules, but there are 


that translates into mas 

The inner game is not “only eb brute will to win. The 
desire to conquer often translates into the uglier side of com- 
petition, appearing in the form of cheating, abusive behavior, 
rudeness, and arrogance. The inner game is a mastery over 
the self that comes from experience. If the goal of the outer 
game is to beat your opponent, the goal of the inner game is 
to understand and harness the power of self. 

The great players all compete with discipline and mastery 
over their emotions. Any player can win if he or she gets a 
great draw, or if an opponent is mana-hosed. It takes a great 
player to overcome a poor draw to claim a victory. Within the 
playing community, there are many ways to describe various 
facets of this ability: the Jedi mind trick, the good-player draw, 


A ie te ise Make R A Cre: A 


tS UO Mahe 1997 os ; 


52 


or most often, luck. What is seldom recognized is that 
good players seem to get lucky more often because of their 
inner game. First, they build their deck to minimize the 
impact of a lousy draw. Second, they play with calm disci- 
pline even when things aren't going their way. Again, the 
focus is not on the almighty win, but on being wholly pre- 
sent in the game. The distinction might be a fine one, but I 
believe it holds nonetheless. 


HCFIVE INFELLIZence 


One of the greatest players I know is Sean Fleischman of 
Brooklyn, New York. He finished in the Top 16 at Pro 
Tour—New York, was second at Pro Tour-Columbus, and 
is considered by many to be a brilliant deck designer. He 
was one’of the first players in New York to use the Bal- 
ance deck. I’ve never beaten Sean, but I’ve played him 


using decks that are theoretically his bane. Once, after 
beating me in the finals of a local tournament, he advised me 
to never stop thinking about the game while sitting across 
from an opponent. 

It seems like obvious advice, but many times I’ve caught 
myself drifting off while waiting for my opponent to do 
something. For example, I might zone out while my oppo- 
nent uses Thawing Glaciers during upkeep, rather than 
actively study the game even when things are slow. It takes 
discipline to remain committed when little is happening, 
but remember: some decks and strategies appear to do 
nothing while steadily plotting your demise. 

Playing means more than just drawing, laying a land, or 
casting whatever's available. It means more than simply 
following a routine that has proven successful in most situa- 
tions. The great players approach each decision carefully, 
reflecting on what each action or nonaction will mean to 
the game as a whole. It takes discipline to develop your 
strategic sense to the point where you're able to consider 
the repercussions flowing from what card you play, and 
when you play it. It is discipline that separates the great 
players from the good players, in any game or endeavor. 

For example, how many of us actually look at what land 
our opponents play? We think we know what the oppo- 
nent is playing by the third or fourth round and stop pay- 
ing attention. Having seen forests and mountains for five 
rounds, we don’t care whether he lays a forest or a moun- 
tain on the sixth round. By this time, we know that it’s a 
red/green deck and we tune it out. 

And yet, if a red/green player lays a mountain on the 
sixth turn, it could mean he or she is building mana for an X 
spell of some kind, or holding a huge creature like an 
Autumn Willow. If your opponent tapped the rest of the 
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land, he or she may either have a Lightning Bolt for what- 
ever creature you just played, or want you to suspect a 
Bolt. If you are attuned to the game, you could probably 
safely assume that your opponent doesn't have a Land’s 
Edge, because he or she isn’t holding on to extra land. 

Looking carefully at what mana your opponent taps 
and in what order may reveal the presence of other cards. 
During one tense game against a red/blue deck, I noticed 
that my opponent first tapped one island, then touched 
his second island, reconsidered, and tapped two moun- 
tains to cast a Frenetic Efreet. Even though he left two 
blue open (an important rule for any permission player) I 
assumed that he had no Counterspells in hand since his 
first instinct was to use the second island. I won that 
game because I was able to cast Armageddon on my turn 
without fearing a Counterspell. 


Me 
CF. 


Watching the way a player holds his or her cards and 
rearranges them might also reveal a thing or two, espe- 
cially if you took notice of where that Bolt came from last 
round and where the drawn card is placed. Some might 
say playing in this way is “cheesy,” but actually this is noth- 
ing short of good strategy. No one forced your opponent 
to line up all direct damage together, after all. 

The key in all of this is an active intelligence. Great 
players are always playing, even if they do nothing but 
play land and end their turn. They are always looking, 
always analyzing, and always thinking of possibilities and 
probabilities. 


TOFAL FAITE 


Magic is a game of chance. Bad draws happen. I have 


lost more matches to strange—nay, supernatural— 
draws than to any other single cause. I could have thirty 
land and access to alternative mana, and I'll draw a 
Mishra’s Factory and nothing else for seven turns and 
die to a Mtenda Lion, despite having fourteen sources 
of blue in the deck. Bad things just happen. 

One difference between great players and others is 
total faith in their ability to win. Great players have hope 
in the most hopeless situations; they believe in both their 
skills and their deck in order to deal with whatever situa- 
tion confronts them. Great players play with absolute 
confidence. 

I distinctly remember playing Mark Chalice at the first 
professional tournament. After the first day, he hadn't 
done as well as he had hoped with his Necrodeck, so his 


i af 


spirits were low. I was playing a blue/white deck with four — s 


copies of Land Tax—a card that had proved to 
bane during the tournament. I somehow managed 


three Land Tax cards in a row. He commented dryly, 
“Damn Land Tax. I always lose because of that card.” He 
then proceeded to beat me into oblivion with hordes of 
Knights and Hypnotic Specters and killed me with a 
Drain Life. Did I get a poor draw? Probably. But what 
most impressed me about that game was just how unflap- 
pable Chalice remained. 

I can think of countless other examples. Steven O’Ma- 
honey-Schwartz facing down a horde of Erhnam Djinns 
and Spectral Bears with a single Black Knight, holding five 
lands in his hand and nothing else. His opponent, fazed by 
the total faith in Steve’s demeanor, made playing errors 
until Steve drew Zuran Orb, followed by Nevinyrral’s Disk, 
then Necropotence, then Ivory Tower, and finally Drain 
Life for the kill. Again, the amazing thing for me is that 
Steve maintained the same look of steely determination 


whether he drew a swamp or Zuran Orb. 

Great players also seem to play with an almost superhu- 
man positive attitude. I’m thinking specifically of Ham- 
mers performance last year in the second professional 
tournament, but other examples are easy to find. They 
rarely curse, rarely have fits, generally do not behave rudely, 
and so forth. If they're mana-hosed, they look and play as if 
they meant to draw just one land. In more instances than I 
can remember, great players overcome whatever initial dif- 
ficulty they face and win the game. If they lose the first 
game, they play as if they have the next two games in the 
bag. They play this way even if they got crushed, humili- 
ated, and embarrassed in the first game. Their opponents, 
on the other hand, tend to get overconfident, excited, and 
perhaps as a result, do not play as carefully as they need to, 
and lose. 


HCALTAW PCRSPCCTIVE 


At the end of the day, those players who are truly great 
seem to understand that Magic is just a game, and that a 
tournament—even the Pro Tour—is just one event. If 
they lose a game, they focus on the next two games. If 
they lose a match, they focus on the next match. If they 
lose enough matches to drop them out of contention, 
they focus on the next tournament. If they lose three 
tournaments in a row, they expect to win the next one. If 
nothing goes right, they just step back and stay positive, 
because it’s just a game after all. 

If you lose control of the inner game of Magic, then 
you lose the mental toughness that it takes to overcome 
all obstacles. You cannot win except through good luck. 
Great players not only build decks that minimize the 
effect of luck on the outcome of the match, but less obvi- 


ously, their attitude neutralizes the debilitating effects of 
chance on their concentration. 

One of my recent tournament experiences illustrates 
how the inner game of Magic works. I played in a large 
Standard tournament using pre-1997 restrictions with a 
deck that I had tuned and retuned to perfection. I knew the 
deck inside out, and had used it to beat a wide variety of 
opponents. In one match, I lost the first game because my 
opponent played a third-turn Kjeldoran Outpost, and 
when I tried to cast Armageddon, my opponent happened 
to have Arcane Denial in hand. 

Looking back, I knew that my deck was easily the best 
suited to deal with my opponent's deck, as it contained 
Armageddon, Winter Orb, Mudslide, Wrath of God, 
Pyroclasm, countermagic, Swords to Plowshares, Bolt, 
CoP: Red, and Mystical and Enlightened Tutor. But I 


second game. In the third game, I played 
vously, forgetting one thing after anoth 
myself at 4 life. Only then did I notice t 
had been attacking me with an 
Outpost tokens even though I'd h 
for the last ten turns! I lost that gam 
because of a stupid playing error. How did it happen? You 
could say I was careless, stupid, whatever, but what really 
happened was that I had allowed myself to lose the inner 
game of I did not believe that I could win, so I 
found a i se. Having lost the inner game, I could 
not win the outer game. 

I pulled myself together after that match, put it out of 
my mind, and tried to regain my composure. I won four 
straight after that, defeating decks that could have beaten 
mine, simply because I refused to lose the inner game. No 
matter how bad things appeared, I told myself to have 
faith, to play with active intelligence, and to keep things in 
perspective. 

Think back to a loss that you later realized you should 
have won. How strong was your inner game during that 
match? And think back to those games you won even 
though logic suggested you should have lost. How strong 
was your inner game then? And more importantly, do you 
face up to loss and victory with the same graceful strength? 
This is character, and this is the pinnacle of the inner game of 
Magic. To attain that level of strength in life, I believe, is an 
excellent reason to play Magic in the first place. @ 


Starting with The Duelist #18, Robert Hahn, a NYU law 
student, starts a new column examining the Magic metagame. 
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Y NOW YOU ARE PROBABLY WONDERING what the 
process was for selecting cards to rotate into or out of 
the basic editions for Magics Some of our more astute 
readers have already hit on the fact that it is, indeed, 
darts. How else could we. explain the inclusion of 
Mishra’s War Machine and Erosion, or the exclusion of 
the somewhat beloved Atog? 

Well now we've come up with a clinical process for 
evaluating existing cards (since we were required to 
remove the dart board for safety reasons after a couple 
of nasty accidents). We had several goals in mind when 
we chose cards for Fifth Edition: to make the rare cards 
more consistently playable (no more Laces), and to bal- 
ance the colors so that the relative power levels of the 
five colors are approximately equal in strength. We also 
wanted to more clearly define the strengths and weak- 
nesses of the individual colors. For example, blue is the 
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A Desipner’s Leek at 
Fifth Bdition’s Damage Centres] 


flying color, and we made an effort to reflect this mor 
in Fifth Edition. A few of the more popular cards wet 
removed because they were slightly out of flavor fo 
their color, and their presence made it difficult for ust 
design cards that were appropriate for the color’s abil 
ties. Finally, some cards lost out in a numbers crunc 
due to an effort to vary the mix of cards by rotating 
cards from other expansion sets. 

And just so you don't have to wonder, here’s a breal 
down of what Fourth Edition cards we chose not 
include in Fifth Edition and why. Now if you'll excu 
me, I have to retrieve my darts before someone ge 
hurt. 


TOTAL CARDS REMOVED FROM BASic SET 


In general, our goal was to flatten out white 
by removing the very weak cards and a cou- 
ple of the undercosted cards. 

Amrou Kithkin: Removed because white was 
too weak as a whole 

Balance: Pulled cards banned in DCI’s 
Standard environment 

Blessing: Slightly out of flavor; has more of 
an uncommon or common effect and not 
very interesting as a rare effect 

Blue Ward: Too weak; caused a design con- 
straint (the same for all the Wards) 
Conversion: Slightly narrow with the number 
of nonbasic lands that produce red mana; 
replaced with Justice 

Elder Land Wurm: Too narrow and weak; lost 
out in numbers crunch 

Fortified Area: Too narrow and weak 

Holy Armor: White needed stronger cards 
still in its flavor; replaced with Armor of 
Faith 

Land Tax: Pulled cards banned in DCI’s 
Standard environment 

Morale: Removed because white too weak as 
a whole 

Northern Paladin: Replaced with Order of the 
Sacred Torch 

Osai Vultures: Too complex for the ability 
and the bookkeeping 

Piety: Too weak; replaced with Shield Wall 
Purelace: Too weak; pulled all Laces 
Savannah Lions: Slightly undercosted for 
power; very tough call 

Seeker: Slightly weak; unblockable creatures 
not truly in flavor of white 

Serra Angel: Very undercosted for white’s 
abilities; created serious design constraints 
and play-balance problems 

Swords to Plowshares: Undercosted for power 
Visions: Too weak 


Once again, we tried to even out the color 
by removing many of the narrow and 
underpowered cards. 

Animate Artifact: Slightly overcosted; lost out 
in numbers crunch 

Apprentice Wizard: Too weak; creatures pro- 
ducing mana not in flavor of blue 

Backfire: Slightly out of flavor for blue; lost 
out in numbers crunch 

Blue Elemental Blast: Considered including as 
uncommon; replaced with Hydroblast 
Creature Bond: Minor rules concern; lost out 
in numbers crunch 

Control Magic: Slightly undercosted; replaced 
with Binding Grasp 

Energy Tap: Lost out in numbers crunch 
Erosion: Too weak; land destruction out of 
flavor for blue; three-color mana casting 
costs should not be common 

Ghost Ship: Regeneration out of flavor for 
blue 


Giant Tortoise: Lost out in numbers crunch 
Island Fish Jasconius: Lost out in numbers 
crunch 

Jump: Too weak 

Mahamoti Djinn: Slightly undercosted for 
power; replaced with Sibilant Spirit 

Mana Short: Minor rules questions; lost out 
in numbers crunch 

Power Leak: Too narrow and weak 

Psionic Entity: Slightly out of flavor for blue; 
lost out in numbers crunch 

Relic Bind: Not interesting enough to justify 
rare slot 

Sindbad: Lost out in numbers crunch 
Siren’s Call: Lost out in numbers crunch 
Sunken City: Mass pumping of creatures out 
of flavor for blue 

Thoughtlace: Too weak; pulled all Laces 
Volcanic Eruption: Considered including as 
uncommon; replaced with Hydroblast 
Wall of Water: Pumpable creatures not in fla- 
vor of blue 

Water Elemental: Undercosted for power 


Black was the least affected of all the colors. 


It lost a few of the undercosted flyers but 
remained largely unchanged. 

Abomination: Too undercosted for flavor of 
black; lack of similar cards affecting other 
colors; lost out in numbers crunch 

Cosmic Horror: First strike out of flavor for 


black; chose Lord of the Pit as the one large 


black creature 

Cyclopean Mummy: Pulled due to reader sur- 
vey request as second most hated card 
(Mind Twist being first) 

Deathlace: Too weak; pulled all Laces 
El-Hajjaj: Too weak; lost out in numbers 
crunch 

Greed: Replaced with Necropotence 
Hypnotic Specter: Undercosted for power; 
replaced with Abyssal Specter 

Junin Efreet: Lost out in numbers crunch 


since we only wanted two black uncommon 


flyers 

Marsh Gas: Too weak; lost out in numbers 
crunch 

Mind Twist: Pulled cards banned in DCI’s 
Standard environment 

Royal Assassin: Lost out in numbers crunch 
Scavenging Ghoul: Too complex for the abil- 
ity and the bookkeeping 

Sengir Vampire: Undercosted as a 4/4 flyer 
with added ability for only five mana 
Simulacrum: Removed because of confusion 
with “retroactively” 

Spirit Shackle: Lost out in numbers crunch 
Uncle Istvan: Too weak; lost out in numbers 
crunch ‘ 
Will-0’-The-Wisp: Underéosted for power 


Word of Binding: Lost out in numbers crunch ™ 


In order to balance out several of the very 
good direct-damage spells, it was necessary 
to leave a few less powerful cards in the set. 
Ali Baba: Too weak; name sounds like a 
Legend 

Burrowing: Red has other ways to mountain- 
walk so lost out in a numbers crunch 
Chaoslace: Too weak; pulled all Laces 
Dragon Whelp: Undercosted for ability; too 
strong a flyer for red 

Earth Elemental: Undercosted for power; 
replaced with Ice Age Spirits 

Fire Elemental: Undercosted for power; 
replaced with Ice Age Spirits 

Fissure: Destroying creatures through 
destroy or bury effects (rather than through 
dealing damage) out of flavor for red 

Goblin Balloon Brigade: Undercosted as red 
flyer; lost out in numbers crunch 

Goblin Rock Sled: Too complex for effect 
Gray Ogre: Too weak; replaced with Goblin 
Hero since it’s better in Sealed 

Hurr Jackal: Not interesting enough for rare 
slot 

Immolation: Lost out in numbers crunch due 
to need to put in less powerful cards 
Lightning Bolt: Undercosted for power; 
replaced with Incinerate 

Magnetic Mountain: Not necessary against 
blue; moved color hosers to uncommon 
cards 

Red Elemental Blast: Considered including as 
uncommon; replaced with Pyroblast 

Power Surge: Confusion of mana burn; pre- 
ferred Mana Clash 

Sisters of the Flame: Mana production out of 
flavor 

Tempest Efreet: Pulled ante cards 

Tunnel: Replaced with Word of Blasting 
Uthden Troll: Regeneration out of flavor for 
red 

Wall of Dust: Preferred Wall of Stone and 
Wall of Fire; lost out in numbers crunch 


Green was relatively unchanged. A long- 
term design goal is to promote green as the 
creature color and to improve the quality of 
the green creatures. 

Carnivorous Plant: Delayed games in Sealed 
environment 

Channel: Pulled cards banned in DCI’s 
Standard environment 

Gaea’s Leige: Uses counters and is confusing 
to some, players 

Land Leeches: First strike out of flavor for 
green 

Lifelate: Too weak; pulled all Laces 

Nats Asp: Too complex for effect 

_, Rebieth: Pulled ante cards 


© Sandstorm: Slightly out of flavor for green 


* Timber.Wolves: Banding out of flavor for 
gteen 7" 
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Wall of Ice: Too similar to Glacial Wall in blue; 
lost out in numbers crunch 

Wall of Wood: Too weak; pulled so a stronger 
variant could be created 

Web: Effect not interesting enough for rare slot 


The power curve for artifact creatures was 
tightened up quite a bit, resulting in several of 
the artifact creatures being evaluated as over- 
powered. 

Aladdin’s Lamp: Too weak 

Armageddon Clock: Replaced with Time Bomb 
Ashnod’s Battle Gear: Lost out in numbers 
crunch 

Black Mana Battery: Pulled all Batteries in favor 
of storage lands 

Black Vise: Pulled cards banned in DCI’s Stan- 
dard environment 

Brass Man: Undercosted for artifact creature 
Bronze Tablet: Pulled ante cards 

Celestial Prism: Too weak 

Clockwork Avian: Undercosted as 4/4 flyer for 
five mana, even with the small drawback 
Conservator: Lost out in numbers crunch 
Cursed Rack: Lost out in numbers crunch 
Ebony Horse: Lost out in numbers crunch 

Ivory Tower: Pulled cards banned in DCI’s 
Standard environment 

Kormus Bell: Black/colorless creature confusion; 
lack of similar cards affecting other colors 
Mishra’s Factory: Overpowered for a land that 
produces colorless mana 

Mishra’s War Machine: Too narrow; lost out in 
numbers crunch 

Oasis: Lost out in numbers crunch 

Obsianus Golem: Undercosted for artifact crea- 
ture 

Onulet: Effect not interesting enough for rare 
slot 

The Rack: Pulled along with Black Vise; has 
replacement in Mirage 

Strip Mine: Pulled cards banned in DCI’s Stan- 
dard environment 

Sunglasses of Urza: Too narrow; not needed 
without Conversion : 

Tawnos’s Wand: Lost out in numbers crunch 
Tetravus: Undercosted for artifact creature 
Triskelion: Undercosted for artifact creature 
Yotian Soldier: Undercosted for artifact 


creature 
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FIFTH EDITION 


CARD LIST 


For your convenience, we've listed Fifth Edition 
cards by color. Nonland Fifth Edition cards are 
printed in three rarities: common, uncommon, 
and rare. The projected average distribution for a 
Fifth Edition starter is twenty-two cards from 
the land sheet, twenty-six cards from the common 


sheet, nine cards from the uncommon sheet, and 
three cards from the rare sheet. The projected 
average distribution for a Fifth Edition booster 
is eleven cards from the common sheet, three cards 
from the uncommon sheet, and one card from the 
rare sheet. Actual distribution may vary. 
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KEY: @ = Black M@=Blue @=Green M=Red ([)=White 


@=Artifact M=Land C=Common U=Uncommon R-=Rare 


@ 1 Abyssal Specter George Pratt U @ 75 Boomerang Alan Rabinowitz Cc 
@ 2 Animate Dead Anson Maddocks U @ 76 Brainstorm Christopher Rush c 
@ 3 Ashes to Ashes Doug Keith U @ 77 Counterspell Hannibal King Cc 
@ 4 Bad Moon Gary Leach R @ 78 Dance of Many Sandra Everingham R 
@ 5 Black Knight Adrian Smith U @ 79 Dandan Drew Tucker C 
B® 6 Blight lan Miller U @ 80 Dark Maze David Seeley Cc 
@ 7 Bogimp Ron Spencer Cc @ 81 Deflection Mike Raabe R 
B 8 Bog Rats Ron Spencer Cc @ 82 Drain Power Jerry Tiritilli R 
® 9 Bog Wraith Jeff A. Menges U @ 83 Energy Flux Kaja Foglio U 
@ 10 Breeding Pit Adrian Smith U @ 84 Enervate L.A. Williams c 
@ 11 Broken Visage Margaret Organ-Kean R @ 85 Feedback Quinton Hoover U 
@ 12 Carrion Ants John Coulthart U @ 86 Flight Jerry Tiritilti Cc 
@ 13 Cloak of Confusion Margaret Organ-Kean C @ 87 Flood Dennis Detwiller C 
@ 14 Cursed Land Jesper Myrfors U @ 88 Forget Mike Kimble R 
@ 15 Dark Ritual Clint Langley Cc @ 89 Force Spike John Matson c 
@ 16 Deathgrip Anson Maddocks U @ 90 Gaseous Form Doug Keith Cc 
@ 17 Derelor Anson Maddocks R @ 91° Glacial Wall Greg Simanson U 
@ 18 Drain Life Andrew Robinson c @ 92 Homarid Warrior Pete Venters Cc 
@ 19 Drudge Skeletons lan Miller Cc @ 93 Hurkyl's Recall NéNé Thomas R 
@ 20 Erg Raiders Stuart Griffin Cc @ 94 Hydroblast Kaja Foglio U 
@ 21 EvilEyeofOrms-by-Gore George Pratt U @ 95 Juxtapose Justin Hampton R 
@ 22 = Evil Presence Bob Eggleton U ™ 96 Krovikan Sorcerer Pat Morrissey c 
@ 23 Fallen Angel Anson Maddocks U @ 97 Labyrinth Minotaur Anson Maddocks c 
@ 24 Fear Doug Keith c @ 98 Leviathan Mark Tedin R 
@ 25 Frozen Shade Diterlizzi c @ 99 Lifetap Mike Dringenberg U 
@ 26 Funeral March John Coulthart Cc @ 100 Lord of Atlantis Melissa Benson R 
B 27 Gloom Douglas Shuler U ™@ 101 Magical Hack Julie Baroh R 
@ 28 Greater Werewolf Dennis Detwiller U ™@ 102 Magus of the Unseen Kaja Foglio R 
@ 29 Hecatomb George Pratt R ™@ 103 Memory Lapse Mark Tedin c 
@_ 30 How! from Beyond John Coulthart C 1 104 _Merfolk of the Pearl Trident John Matson Cc 
@ 31 Initiates of the Ebon Hand Heather Hudson Cc @ 105 Mind Bomb Mark Tedin U 
@ 32 = Kijeldoran Dead Melissa Benson c 106 Phantasmal Forces Mark Poole U 
@ 33 Knight of Stromgald Mark Poole U ™@ 107 Phantasmal Terrain David A. Cherry C 
@ 34 = Krovikan Fetish Heather Hudson Cc @ 108 Phantom Monster Rebecca Guay U 
@ 35 _Leshrac's Rite Mike Raabe U @ 109 Pirate Ship Tom Wanerstrand R 
@ 36 Lord of the Pit Mark Tedin R 110 Portent Liz Danforth c 
@ 37 Lost Soul Randy Asplund-Faith Cc 111 Power Sink Richard Thomas U 
@ 38 Mind Ravel Mark Tedin Cc 112 Prodigal Sorcerer Douglas Shuler C 
@ 39 Mind Warp Liz Danforth U ™@ 113 Psychic Venom Brian Snoddy Cc 
@ 40 Mindstab Thrull Mark Tedin Cc 114 Ray of Command Harold McNeill c 
@ 41 Mole Worms Adrian Smith U 115 Reef Pirates Tom Wanerstrand c 
@ 42 Murk Dwellers Drew Tucker Cc 116 Recall Richard Kane Ferguson = R 
@ 43 Necrite Ron Spencer c @ 117 Remove Soul Mike Dringenberg c 
@ 44 = Necropotence Mark Tedin R ™ 118 Sea Serpent lan Miller Cc 
@ 45 Nether Shadow DiTerlizzi R 119 Sea Spirit Diferlizzi U 
@ 46 Nightmare Melissa Benson R @ 120 Sea Sprite Rebecca Guay U 
@ 47 = Paralyze Ron Spencer Cc ™@ 121 Seasinger John Matson U 
@ 48 Pestilence Kev. Walker Cc ™@ 122 Segovian Leviathan Melissa Benson U 
@ 49 Pit Scorpion lan Miller Cc @ 123  Sibilant Spirit Ron Spencer R 
@ 50 Plague Rats Anson Maddocks Cc @ 124 Sleight of Mind Mark Poole R 
@ 51 Pox Scott M. Fischer R @ 125 Soul Barrier Harold McNeill Cc 
@ 52 Rag Man Daniel Gelon R ™@ 126 Spell Blast Greg Simanson C 
@ 53 Raise Dead David Seeley Cc 127 Stasis Fay Jones R 
@ 54 Scathe Zombies Tom Kyffin Cc 128 = Steal Artifact John Coulthart U 
@ 55 Sengir Autocrat David A. Cherry R 129 Time Elemental Amy Weber R 
@ 56 Sorceress Queen Kaja Foglio R 130 Twiddle Rob Alexander c 
@ 57 Stromgald Cabal Anson Maddocks R @ 131 Unstable Mutation Charles Gillespie C 
@ 58 Terror Ron Spencer c @ 132 Unsummon Douglas Shuler c 
@ 59 Thrull Retainer Ron Spencer U @ 133 Updraft John Matson C 
@ 60 Torture Mark Tedin c @ 134 Vodalian Soldiers Melissa Benson C 
@ 61 Touch of Death Melissa Benson Cc @ 135 Wail of Air Richard Kane Ferguson U 
@ 62 Unholy Strength Tom Kyffin c @ 136 Wind Spirit Kaja Foglio U 
@ 63 Vampire Bats Anson Maddocks Cc @ 137 Zephyr Falcon Heather Hudson Cc 
@ 64 Wall of Bone Anson Maddocks U @ 138 Zur's Weirding Liz Danforth R 
@ 65 Warp Artifact Amy Weber R @ 139 _An-Hawa Constable Dan Frazier R 
@ 66 Weakness Kev. Walker Cc 140 Aspect of Wolf Janine Johnston R 
@ 67 Wretched, The Christopher Rush R @ 141 Aurochs Steve White C 
@ 68 Xenic Poltergeist Mike Kerr R @ 142 Birds of Paradise Mark Poole R 
@ 69 Zombie Master Stuart Griffin R 143 Carapace Anson Maddocks C 
@ 70 ther Storm Mark Tedin U @ 144 Cat Warriors Melissa Benson C 
@ 71 Air Elemental D. Alexander Gregory U 145 Chub Toad Daniel Gelon C 
@ 72 = Anti-Magic Aura Zak Plucinski U 146 Cockatrice Dan Frazier R 
@ 73 Azure Drake Janine Johnston U @ 147 Craw Giant Scott Kirschner U 
@ 74 Binding Grasp Jeff Miracola U @148 Craw Wurm Daniel Gelon c 
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NAME ARTIST FREQUENCY! NAME ARTIST FREQUENCY fia NAME ARTIST FREQUENCY 
@ 149 Crumble Jesper Myrfors U 245 —_Ironclaw Curse Dennis Detwiler R © 340 Spirit Link Kaja Foglio U 
@ 150 Desert Twister Susan Van Camp U 246 ~~ Ironclaw Orcs Anson Maddocks c 0 341 Truce Donato Giancola R 
@ 151 Durkwood Boars Mike Kimble c 247 ~— Jokulhaups Mike Kerr R © 342 Tundra Wolves Quinton Hoover c 
® 152 — Elder Druid Richard Kane Ferguson R 248 — Keldon Warlord Kev Brockschmidt U © 343 — Wall of Swords Brian Snoddy U 
@ 153 Elven Riders Dan Frazier U 249 Mana Clash Mark Tedin R O)_344 White Knight Daniel Gelon U 
@ 154 — Elvish Archers Anson Maddocks R 250 Mana Flare Christopher Rush R © 345 Wrath of God Quinton Hoover R 
@ 155 Fog John Avon Cc 251 += Manabarbs Greg Simanson R @ 346 = Aladdin's Ring Stuart Griffin R 
@ 156 Force of Nature Pete Venters R 252 Mons's Goblin Raiders Pete Venters C  : M@ 347 Amulet of Kroog Margaret Organ-Kean c 
@ 157 Foxfire Margaret Organ-Kean = C 253 Mountain Goat Cornelius Brudi C : @ 348 Ankhof Mishra lan Miller R 
@ 158 Fungusaur Scott M. Fischer R 254 __Orcish Artillery Dan Frazier U H @ 349 _ Ashnod's Altar Anson Maddocks U 
@ 159 — Fyndhorn Elder Donato Giancola U 255 —Orcish Captain Charles Gillespie Us: = 350 =~ Ashnod’s Transmogrant += Mark Tedin c 
® 160 Ghazban Ogre Mike Raabe c 256 — Orcish Conscripts Douglas Shuler c @ 351 Barbed Sextant Amy Weber c 
® 161 — Giant Growth Diterlizzi c 257 —Orcish Farmer Dan Frazier c @ 352 Barl's Cage Tom Wanerstrand R 
® 162 Giant Spider Brian Snoddy c 258 — Orcish Oriflamme Dan Frazier U @ 353 Battering Ram Jeff A. Menges c 
@ 163 Grizzly Bears Una Fricker c 259 _Orcish Squatters Richard Kane Ferguson _R @ 354 Bottle of Suleiman DiTerlizzi R 
@ 164 Hungry Mist Heather Hudson c 260 Orgg Daniel Gelon R @ 355 = Clay Statue Adam Rex c 
@ 165 Hurricane Cornelius Brudi U 261 = Panic Greg Simanson c @ 356 Clockwork Beast Drew Tucker R 
@ 166 Instill Energy Ron Spencer U 262 Primordial Ooze Randy Gallegos U U 
® 167 _ Ironroot Treefolk Jerry Tiritilli c 263 —-Pyroblast Kaja Foglio U R 
@ 168 —_Johtull Wurm lan Miller U 264 Anson Maddocks U R 
@ 169 = Killer Bees Phil Foglio U 265 Sabretooth Tiger Melissa Benson c R 
@ 170 Ley Druid Sandra Everingham c 266 Shatter Hannibal King c U 
@ 171 ~— Lhurgoyf Pete Venters R 267 ~—Shatterstorm James Allen U R 
@ 172  Lifeforce Ron Spencer Des 268 — Shivan Dragon Melissa Benson R U 
@ 173 Living Artifact Anson Maddocks R : 269 Smoke Tom Kyffin R R 
@ 174 Living Lands John Matson R : 270 — Stone Giant James Allen U R 
@ 175 Llanowar Elves Anson Maddocks ee 271 — Stone Rain Tony Roberts Cc R 
@ 176 Lure Anson Maddocks U4 272 — Stone Spirit James Allen U R 
@ 177 ~~ Marsh Viper Ron Spencer Cc : 273 Wall of Fire Tony Roberts U U 
@ 178 Nature's Lore Alan Rabinowitz Cotas 274 _ Wall of Stone Thomas Gianni U U 
@ 179 Pradesh Gypsies Quinton Hoover Cc : 275 — Winds of Change Bie del Rio R R 
@ 180 Primal Order David A. Cherry Ret 276 Word of Blasting Ken Meyer, Jr. U R 
@ 181 Rabid Wombat Kaja Foglio Ds. Gh 277 Gargoyles Christopher Rush U U 
@ 182 —Radjan Spirit Christopher Rush U : © 278 Akron Legionnaire Mark Poole R R 
& 183 Quinton Hoover C : © 279 Alabaster Potion Harold McNeill Cc U : 
® 184 = Scaled Wurm Daniel Gelon C : © 280 Angry Mob Drew Tucker U c fy Ph 
® 185 Scavenger Folk Jeff Miracola C : CO 281 Animate Wall Richard Kane Ferguson R @ 376 Helm of Chatzuk Mark Tedin R er ay 
® 186 — Scryb Sprites Amy Weber C +: CO 282  Arenson's Aura D. Alexander Gregory U @ 377 Hive, The Sandra Everingham R . 
® 187 Shanodin Dryads Gary Leach Cc : OD 283 Jesper Myrfors R @ 378 Howling Mine Mark Poole R x 
@ 188 Shrink Liz Danforth C_ : © 284 _Armorof Faith Anson Maddocks c @ 379 _ Infinite Adam Rex R 
@ 189 Stampede Jeff A. Menges R © 285 — Aysen Bureaucrats Adrian Smith c @ 380 Iron Star Donato Giancola U 
@ 190 Stream of Life Terese Nielsen c © 286 Benalish Hero Douglas Shuler c @ 381 Ivory Cup Donato Giancola U 
@ 191 Sylvan Library Harold McNeill R © 287 Blessed Wine Kaja Foglio c ™ 382 Jade Monolith Richard Kane Ferguson R 
@ 192 Tarpan Margaret Organ-Kean CC © 288 _ Blinking Spirit L.A. Williams R @ 383 Jalum Tome Tom Wanerstrand R 
@ 193 Thicket Basilisk Dan Frazier U © 289 _ Brainwash Terese Nielsen c @ 384 _Jandor's Saddleba Rau R ay, 
®@ 194 Titania's Song D. Alexander Gregory R © 290 Caribou Range Una Fricker R ™@ 385 Jayemdae Tome Mark Tedin R aa ; 
™ 195 Tranquility Douglas Shuler c 0 291 Castle David O'Connor U m 386 Jester's Cap Dan Frazier R - ie 
@ 196 Tsunami Richard Thomas U © 292 CoP: Artifacts Pete Venters U @ 387 Joven’s Tools Zina Saunders U tr 
@ 197 Untamed Wilds NéNé Thomas U © 293 CoP: Black Gerry Grace c @ 388 Library of Leng Daniel Gelon U = 
@ 198 Venom Tom Wanerstrand c ©) 294 CoP: Blue Gerry Grace c @ 389 Mana Vault Mark Tedin R 
™@ 199 Verduran Enchantress — Kev Brockschmidt R © 295 CoP: Green Gerry Grace c @ 390 Meekstone Quinton Hoover R P 
@ 200 Wall of Brambles Tony Roberts U © 296 CoP: Red Gerry Grace c @ 391 Millstone Kaja Foglio R 
@ 201 Wanderlust Rebecca Guay U © 297 CoP: White Gerry Grace c @ 392 Nevinyrral's Disk Mark Tedin R 
@ 202 War Mammoth Jeff A. Menges Cc © 298 Crusade D. Alexander Gregory R @ 393 Obelisk of Undoing Tom Wanerstrand R 
@ 203 Whirling Dervish Susan Van Camp U ©) 299 _D’Avenant Archer Douglas Shuler c @ 394 (Omi Weber U 
® 204 = Wild Growth Pat Morrissey c © 300 Death Speakers Andrew Robinson c @ 395 Pentagram of theAges Douglas Shuler R 
@ 205 Winter Blast Kaja Foglio U © 301 Death Ward Mark Poole Cc @ 396 Primal Clay Adam Rex R : 
@ 206 Wolverine Pack Steve White U © 302  Disenchant Brian Snoddy c @ 397 —Rodof Ruin Rush U v 
@ 207 ~~ Wyluli Wolf Susan Van Camp R © 303 _ Divine Offering Jeff A. Menges c ™@ 398 Serpent Generator Mark Tedin R 
208 _ Ambush Party Charles Gillespie c © 304 Divine Transformation _NéNé Thomas U @ 399 Adrian Smith U 
209 Atog Jesper Myrfors U © 305 Dust to Dust Doug Keith U @ 400 = Skull Catapult lan Miller U 
210 Ball Lightning Quinton Hoover R © 306 Eye for an Eye Mark Poole R @ 401 Soul Net Andrew Robinson U 
211 ‘Bird Maiden Kaja Foglio c © 307 Greater Realm Steve Luke U @ 402 Tawnos's Weaponry John Coulthart U 
212 Blood Lust Anson Maddocks c of Preservation ™@ 403 Throne of Bone Donato Giancola U 
213 Brassclaw Orcs Rob Alexander c © 308 Heal Mark Tedin Cc @ 404 Time Bomb George Pratt R 
214 — Brothers of Fire Mark Tedin Cc © 309 Healing Salve Zina Saunders c @ 405 Urza's Avenger Amy Weber R 
215 Brute, The Douglas Shuler c © 310 — Hipparion Margaret Organ-Kean C : iM 406 Urza's Bauble Christopher Rush U 
216 Cave People Steve Luke U © 311 — Holy Strength Anson Maddocks c ™ 407 Wall of Spears Zak Plucinski c 
217 ~— Conquer Gary Leach U © 312 _ Icatian Phalanx Kaja Foglio U @ 408 = Winter Orb Mark Tedin R 
218 Crimson Manticore R © 313 __Icatian Scout Rob Alexander c @ 409 Wooden Donato Giancola U 
219 ~Detonate Randy Asplund-Faith U © 314  Icatian Town Tom Wanerstrand R ™@ 410 Adarkar Wastes Gary Leach R i. 
220 —_Disintegrate Anson Maddocks Cc © 315 _ Island Sanctuary Mark Poole R @ 411 Bottomless Vault David Seeley R ‘Vie 
221 Dwarven Catapult Jeff A. Menges U © 316 — Wory Guardians Adam Rex U ™@ 412 — Brushland Tom Wanerstrand R 5 
222 Dwarven Soldier Randy Asplund-Faith c O 317 — Justice Ruth Thompson U @ 413 City of Brass Tom Wanerstrand R 
223 __ Dwarven Warriors Shuler C © 318 Karma Bob Eggleton U @ 414 Dwarven Hold David Seeley R 
224 ~~ Earthquake Richard Kane Ferguson © 319 Kismet U @ 415 Dwarven Ruins Liz Danforth U 
225 ~~ Errantry Scott Kirschner c © 320 Kjeldoran Royal Guard —_L. A. Williams R ™@ 416 Ebon Stronghold Liz Danforth U 
226 Eternal Warrior Anson Maddocks c © 321 Kjeldoran Skycaptain Mark Poole U ™ 417 — Forest (4 ver.) David O'Connor L 
227 ‘Fire Drake Christopher Rush U © 322 Mesa Falcon Mark Poole c ™@ 421 Havenwood Battleground Liz Danforth U 
228 Fireball Mark Tedin c © 323 Mesa Melissa Benson Cc @ 422 Hollow Trees David Seeley R 
229 —Firebreathing Dan Frazier Cc ©) 324 — Order of the Sacred Torch Ruth Thompson R @ 423 _ Icatian Store David Seeley R 
230 Flame Spirit Justin Hampton U © 325 Order of the White Shield Ruth Thompson U m@ 441 Ice Floe John Avon U 
231 ‘Flare Andrew Robinson c ©) 326 — Pearled Unicorn David A. Cherry c @ 425 Island (4 ver.) J. W. Frost L 
232 —‘Flashfires Dameon Willich U © 327 _ Personal incarnation Kev. Walker R @ 429  Karplusan Forest Randy Gallegos R 
233 __ Game of Chaos Thomas Gianni R O 328 _Pikemen Dan Frazier c @ 430 Mountain (4 ver: John Avon L 
@ 234 — Giant Strength Kev. Walker c © 329 Prismatic Ward Zina Saunders c @ 434 Plains (4 ver.) Pat Morrissey L 
235 — Goblin Digging Team Phil Foglio c © 330  Repentant Blacksmith Drew Tucker c ™@ 438 — Ruins of Trokair Liz Danforth U _* 
t 236 Goblin Hero Pete Venters c © 331 Reverse Damage Thomas Gianni R @ 439 Sand Silos David Seeley R 
237 Goblin King Phil Foglio R © 332 Righteousness Mike Dringenberg R ™ 440  Sulfurous Springs Jeff Miracola R | 
238 Goblin War Drums Dan Frazier c © 333 Sacred Boon Mike Raabe U @ 441 Tem, Liz Danforth U 
239 Goblin Warrens Dan Frazier R © 334 — Samite Healer Tom Wanerstrand Cc @ 442 Swamp (4 ver.) Andrew Robinson L 
240 Hill Giant Charles Gillespie c © 335 Seraph D. Alexander Gregory R ™@ 446 Underground River Jeff Miracola R | 
241 Hurloon Minotaur Anson Maddocks c © 336 Serra Bestiary Steve Luke U @ 447 (Urza's Mine Anson Maddocks Cc 
H 242 Imposing Visage Brian Snoddy Cc © 337 — Serra Paladin Pete Venters U @ 448 Urza's Power Plant Mark Tedin Cc 4 
243 Incinerate Scott M. Fischer c © 338 — Shield Bearer Dan Frazier Cc ™@ 449 Urza's Tower Mark Poole Cc y, 
244 Inferno Mike Kerr R © 339 — Shield Wall Scott Kirschner c 
a > 
as ata al “ 
,, tid 57 
ws . 4 


A te 
is? 


Magic 
Sets Sail 
Aboard the 


Weatherlight 
i> 


x ; . 
shy MIGHASC G. R¥AN 


Following the sun we left the old world. 


—Inscription on one of Columbus's caravels 


1 z 
hen the story of Homelands ended, the tale of Baron Sengir came to a close. The legendary Urza and 
Mishra have all but faded into history, though their artifacts occasionally filter their way down to the 


\ present day, and Lim-Dial and Freyalise are only distant memories. Now, as we leave Jamuraa behind, 


the characters from the Mirage setting are about to disappear as well, leaving something of a void in the 


development of the worlds of Magic. 

From the comics to the novels to the online encyclo- 
pedia entries, many of the stories of Magic are connected 
only by the backdrop of the multiverse itself, with its 
minotaurs, elves, goblins, angels, and myriad other races. 
But in truth, a Serra Angel is not real/y a character— 
she has no name, she has no personal background, she 
has no friends or enemies. She has only an image to 


offer players, and an image is no longer enough. 

Late last summer, Mark Rosewater and I began a dis- 
cussion about the necessity of long-lasting stories. Why 
do worlds like Star Wars, Star Trek, BattleTech, and Drag- 
onlance capture the enduring attention of their fans? 
What sorts of characters, settings, mythologies, and plots 
push the envelope and make for exciting tales of adven- 

4 ture in these environs? At the same time, members of 
\ Wizards of the Coast’s Continuity team, led by Pete 
Venters and Scott Hungerford, were havifig a similar dis- 
cussion, and were conducting in-depth rfsearch into the 

t specific archetypes that build these worlds. 
we Mark and I then set out to developja story arc that 
would not only address the “classic” ar¢hetypes (charac- 
. ter, setting, plotting, and themes) b d engage 
} . Magic players in a way unusual in ard games— 


through multiple media. We wanfed ome of the 
story through the cards (emphasizing §trong fntegration 
of card mechanics, art, card names, and flavor text), more 


a f the story through various short story venues, and still 
4) more of the story through novels or comics. Each 
. medium would contribute an ifhtegral piece to the 
\ F \ whole. We wanted special tie#in products to sup- 
\ ), r port new characters, unique artist interpretations of 
- these characters, and the posgibility of expanding 
» aa val into a wide variety of unexplored media. Ang 
aN Gu DDN AN through all of this, we wanted to maints 
ee the spirit of excitement that Magi 
papa fans exped§ high quali 
= the 


ost ta 


familiar themes and plots, and cohesion between game 
play and story. Add to this some creative surprises from 
the designers and Continuity’s idea of returning to some 
traditional Magic settings like Llanowar and Benalia, 
and you have the ingredients for epic storytelling. 

Traditionally, however, epics span great distances and 
explore uncharted realms (consider The Odyssey or Lord 
of the Rings). We knew we wanted to take our characters 
to a dark shadow world, to the keep of a servant of evil, 
and to a plane where all the world is a market and any- 
thing can be bought—for a price. We also knew that we 
wanted to tie our most recent stories together with our 
future tales. 

Enter Sisay, captain of the Weatherlight, who joined 
with Mangara and his allies to defeat Kaervek in Mirage’s 
Jamuraa. 

Or, rather, exit Sisay, captain of the Weatherlight. 


Have Ship, Will Travel 

Sisay has been kidnapped. Her crew turns to the one 
man who is botlf indirectly responsible for her capture 
and capable ofher rescue—Gerrard, a Benalish master- 
of-arms whogabandoned Sisay and their mutual quest 
years beforefwhen the burden of responsibility became 
too much for him. Gerrard, however, may not be ready 
fo hii ta: atter what he thinks. 

\J Cognized right away that the flying ship 
Weathew}ig an incredibly strong means of trans- 
portigig u§#rom place to place (or plane to plane) as our 
story developed. Equipped with a wide variety of unique 
artifacts (including many strange ones left over from the 
igtle-known Thran empire), the Weatherlight was more 
an capable of transporting our diverse cast of minotaur, 
goblin, catwargief, and golem, to ports unseen, Our crew 
was. in plae@; our captain was at the helm. But what 

ouldssérve as the impetus to get our adventure started? 
explored many options, analyzing all the elements 
necessary for creating a solid story: a strong hero, an 
ambitious villain, and character motivation to carry the 
story along. At length we realized that a significant sacri- 
fice was needed to really draw players in, such as the loss 


of Sisay, a character already known to fans of Mirage and, . 
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rd is now the heir to the 
: ee of artifacts 


o the os and from the beginning, 
Sisay knew of his perceived “responsibil- 
ity” to take up his heritage. While Sisay 
ced ‘to challenge the Lord of the 
stes, however, Gerrard went off to 
separate adventures. The loss of a 
ood friend to the Lord of the 
fastes ’ machinations convinced him that 
nd Sisay no longer shared the same 
ditions. As a result, Gerrard ended up 
g his fortune and glory across 
aes naria, from the deep swamps of 
Uri borg to the sun-drenched docks of 
EB enalia. Our story begins there, in Bena- 
as the crew of the Weatherlight—most 
whom served alongside both Gerrard 


x 
ee 


and Sisay—seek out their former friend 


to demand his aid in rescuing Sisay from 
the Lord of the Wastes. 

With a strong protagonist in Gerrard, 
we made sure that the characters around 
him were equally strong in their own 
unique ways. The multiverse of Magic is 
filled with memorable races, and that 
diversity is well represented in the Weath- 
erlight crew. From Tahngarth, the mino- 
loyalty to the 
memory of Sisay than to the presence of 
Gerrard, to Hanna, the ship archivist 
who felt betrayed by Gerrard’s departure 
years before, we made sure the relation- 
ships among the crew were engaging, 
deep, and challenging. How does Mirri 
the cat warrior get along with Squee, the 
goblin cabin keeper? How does the 
cursed Crovax fit into such an odd assort- 
ment of travelers? What do the other 
crew members think of Karn, the silver 
golem, knowing that he is actually part of 
the Legacy of artifacts? The possibilities 
of interaction hold as much promise as do 
the risks of rescuing Sisay. 


taur who owes more 


The (Hoh)Goblin 
of Consistency 
To ensure that the voices of our primary 
characters would be consistent in tone, 
structure, and intent, we took a new 
approach to flavor text. In the past, flavor 
text has been written by as many as 
twenty different people. Some writers 
drafted one or two pieces, others drafted 
dozens. With the addition of long-term 
characters: to the Magic multiverse, we 
knew the parameters of such writing 
would become more difficult: not only did 
flavor text have to convey a bit of story or 
character, a little humor or pathos, or an 
insight or absurdity (all of a brief, specific 
length), but now it had to convey a consis- 
tent voice. Squee the goblin must sound 
the same each time he speaks; Ertai, the 
untested wizard who joins the crew later, 
must stay within the parameters of arro- 
gance that have been established for him. 
To develop these characters to a point 
where others might imitate them, we 
chose a select team of authors, and asked 
each to develop one or two unique voices. 


HEATHER HUDSON 


Gerrard: Born to inherit 
the Legacy—a collection of 


artifacts destined to over- 
throw the evil forces of the 
multiverse—Gerrard has 
endured much hardship dur- 
ing his life. After years spent 
as a Master of Arms in Bena- 
lia, Gerrard has chosen to 
return to the Weatherlight to 
lead the rescue for his former 
captain and mentor, Sisay. 
Gerrard appears on Gerrard’s 
Wisdom, Master of Arms, 
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Meet the Crew 


Here’ your introduction to the crew of the Weatherlight. 
Following each character description, we've listed the cards from 
the Weatherlight expansion that each character appears on. 


Debt of Loyalty, Desperate 
Gambit, Llanowar Druid, 
Benalish Missionary, Null 
Rod, Redwood Treefolk, 
and Abyssal Gatekeeper. 


Sisay: Sisay spent some 
years traveling with Gerrard 
in search of the Legacy, then 
years more on her own after 
his abrupt departure. Her 
kidnapping by Volrath to the 


dark plane of Rath was 


COLIN MacNEIL 


a calculated plan on Volrath’s 
part to lure Gerrard back into 
battle. Sisay appears on 
Abduction and Ancestral 


Knowledge. 


SCOTT M. FISCHER 


Mirri: Abandoned by her 
cat warrior kin when she was 
young, Mirri was raised 
alongside Gerrard for many 
years as they were both 
trained in the arts of war and 
magic. She is a skilled com- 
batant and Gerrard's closest 
friend. Gerrard sought her 
out in Llanowar after he 
decided to return to the 
Weatherlight, and she eagerly 
rejoined him aboard the 
ship. Mirri appears on 


Nature’s Kiss and Vitalize. 
She is also featured on the 
cover of this issue’s Duelist. 


Gravax: Crovax was 
brought to the edge of his 
sanity by the forces of Vol- 
rath when Volrath had 
Crovax’s noble family 
destroyed, leaving Crovax 
the sole survivor. Believing 
himself to be cursed, he 
eagerly joined the Weath- 
erlight crew on their journey 
to Volrath’s realm, hoping 
that there he might find sal- 
vation from his plight. 
Crovax appears on Haunting 
Misery and Shattered Crypt. 


GARY LEACH 


Thus, six writers—Melody Alder, Kij 
Johnson, Mark Rosewater, Pete Venters, 
Jennifer Clarke Wilkes, and I—handled 
all the voices for the Weatherlight expan- 
sion. The result was much stronger char- 
acter development. Other authors—Rob 
Dalton, Rhias Hall, Scott Hungerford, 
and Darla Willis—added additional sup- 
porting flavor text. Each of these authors 
will do additional work in future sets, 
expanding the voice he or she has already 
begun and taking on new ones as our 
story develops. Look for some of our sec- 
ondary characters, like Squee, to become 
more important in the future. 


Every Port in a Storm 

As the tale of Gerrard and his quest to 
rescue Sisay unfolds, players will have 
plenty of opportunities to get to know 
the characters and the plot through a 
number of different outlets, starting with 
the cards themselves. Beginning with the 
Weatherlight expansion, players will find 
cards named for characters, like Gerrard’s 
Wisdom or Ertai’s Familiar. Characters 


will begin to appear regularly in the art 
(see Who's Who Aboard the Weatherlight, 
below, for specific card references) and 
they will be interpreted by many differ- 
ent artists, but always with a consistency 
that makes them readily identifiable to 
players. Additionally, the cards them- 
selves will become more and more inte- 
gral to the. story. The Null Rod, for 
example, will play an important role in a 
future plot development. 

Cards will appear in other storytelling 
venues as well. The Benalish Missionary, 
a common white card, appears in the 
short story in this issue, and future stories 
will include more cards. These stories will 
appear online, in The Duelist, and in other 
outlets, beginning this month. Novels are 
already being planned to tell the tale of 
the Weatherlight saga, and these, too, will 
feature additional links to the expansions 
themselves. 

Carrying this concept a step further, a 
special project is underway that will allow 
players to build decks around a given 
character. A player fond of Mirri the cat 


warrior, for instance, will be able to con- 
struct a deck based around certain char- 
acteristics unique to Mirri, who will be 
represented in a special oversized card. 
Look for one of these outstanding char- 
acter cards in issue 18 of The Duelist, and 
eight more different cards through your 
Arena league this summer. 


Smooth Sa 
Mark and I plotted a story that lasts into 
the year 2000. We worked with a wide 
variety of people—flavor text authors, 
the Continuity team, the Magic editors 
and Magic team, the art directors, the 
Book Publishing team, the marketing 
reps, and outside consultants—to ensure 
that we give players the most exciting. 
storytelling experience possible. We will 
continue to explore other avenues for 
reaching players. 

As the Weatherlight and its crew set sail, 
I believe that Magic players are in for the 
ride of their lives—a ride that will take 
them beyond Dominaria, beyond the 
cards, and beyond their expectations. L.\ 


Tahngarth: Part of the proud 
race of Talruum minotaurs, 
Tahngarth served as first mate 
of the Weatherlight under Sisay. 
Impatient, gruff, and vain, 
Tahngarth now follows Ger- 
rard, but he cannot hide his 
suspicion that Gerrard is not 
ready to be a leader. Tahngarth 
appears on Benalish Mission- 
ary, Llanowar Druid, and 
Duelist #15’s cover. 
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PETE VENTERS 


Hanna: The daughter of the 
ancient wizard Barrin, Hanna 
was educated at the Argivian 
University where she learned 


much about the uses of artifacts. 


She brought her talents to the 
Weatherlight and began to 


develop a romantic relationship 
with Gerrard. That relationship 
ended abruptly when Gerrard 
left the ship years ago, but his 
return has rekindled her interest 
in him. Hanna appears in the 
background of Llanowar Druid. 


Ertai: Trained under Hanna's 
father Barrin, Ertai is an 
untested wizard of potentially 
great power, which is exactly 
how the arrogant young man 
thinks of himself. When Bar- 
rin elected not to join the 
Weatherlight crew, Ertai came 
in his place, leaving behind 
Tolaria and his mentor. Ertai 
does not yet appear on a card. 


Karn: As part of Gerrard’s 
Legacy, the silver golem Karn 
was charged with protecting 
the child Gerrard from harm. 
When he was tricked into 
killing an innocent man, Karn 
vowed never to take another 
life, no matter what the 
circumstances. He rejoins Ger- 
rard on the Weatherlight after 


spending years deactivated. 
Karn does not yet appear on a 
card, though Silver Golem 


exists as a card. 


BROM 


Squee: Squee serves as 
goblin “cabin boy” aboard 

the Weatherlight. Sneaky and 
smart for a goblin, Squee is 
loyal to Gerrard, but this loy- 
alty is overshadowed by his 
much stronger loyalty to the 
abducted Sisay. Squee appears 
on Call of the Wild. 


Orim: Orim is skilled in 
numerous languages as well as 
the healing arts of the Samites, 
and she has served faithfully 
aboard the Weatherlight for 
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many years. Highly spiritual, 
she believes that challenging 
Volrath is morally vital. Orim 
does not yet appear on a card. 


Starke: After escaping 
Volrath, Starke was forced back 
into the evincar’s service when 
Volrath took Starke’s daughter 
prisoner. Since then, Starke has 
tried to ally himself with Sisay, 
has betrayed Sisay to convince 
Volrath to let his daughter go, 
and has now pledged his 
services to Gerrard as the 
Weatherlight’s guide to Volrath’s 
realm, Rath. His duplicity has 
often been his undoing. Starke 
appears on Debt of Loyalty 
and Desperate Gambit. 
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he flying ship drifted 
lazily over the harren landscape below, its 
sails lowered in the evening breeze. 

“Tlise@ him now, Tahngarth,’ Sisay of the 
Weatherlight said to the Talruum mino- 
taur standing impassive guard at her 
staterooms door. “You should wait outside” 

Tahngarth snorted in protest, his nose- 
ring quivering, but did as his captain sug- 
gested. Ducking low to clear his horns, he 
stepped out into the hallway and gestured 
to the man pacing in the shadows. The man 
cringed hefore the hulking minotaur. 

“Dont mind him, Starke? Sisay called 
from the table. “Tahngarth would only 
hurt you if you gave him cause” 

“Ah, but who knows what the Talruums 
consider cause?” the man said as he 
entered the stateroom. He closed the door 
behind him. 

“What do you know ahout the Legacy?” 
Sisay asked without preamble. She sat up 
straighter, placing her smooth dark fin- 
gers on the tabletop. Her gold ring caught 
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and reflected the dim cabin light “Tell me” 

“L know it to he the only means of defeat- 
ing the Lord of the Wastes, Starke 
answered. “I know it to he represented hy 
many different items, each forged from 
destruction, each a unique artifact unto 
itself” 

“So you know the myths” 

‘LT have learned that many of its pieces 
were stolen from a child named Gerrard 
many years ago. I know these pieces were 
stolen hy a sidar’s son. I know you and the 
others ahoard this flying ship seek these 
pieces.” 

Sisay leaned forward. “How do you 
know these things?” 

A faint smile twitched across Starke's 
lips. “Because I know the sidar’s son was 
thought dead. I also know he is alive and 
now called Volrath. Starke paused. “I know 
where he is—and how much of the Legacy 
yet remains with him.” 

For a long moment Sisay was silent, 
watching Starke as he ran one hand 


through his thinning hair, methodically 
smoothing it down with his fingertips. 
Finally, she said, “Tell me your asking 
price for this information” 
“My daughter; Starke answered. 


| (<c=>>) 

‘Ds mean a thing,” Gerrard said, 

sampling the exotic fruits stacked 
in a bowl on the floor between him and 
an older man sitting across from him in 
the sunroom. He selected a brownish, 
egg-shaped fruit and leaned back into his 
pillows. “Talruum minotaurs probably 
visit this city every day.” 

“Perhaps,” Pol Cordel agreed. He 
smiled as Gerrard sniffed the fruit and 
grimaced. “But it seems unlikely, given 
the stir surrounding this one’s presence. 
You're in the military, and I’ve yet to 
encounter a group more composed of 
gossip scamps. How frequently do you 
hear of minotaurs roaming Benalish 


docks?” 
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“Masters-of-arms don’t listen to gos- 
sip.” He tossed the uneaten fruit back 
into the bowl and wiped his hand on his 
vest. The hourglass pendant around his 
neck jingled as he leaned back. 

“Gerrard,” Cordel said, “this particular 
Talruum arrived aboard a flying ship.” 

Gerrard didn’t look surprised, but he 
avoided meeting his friend’s eyes. “You 
think she’s come looking for me.” 

“It would be a good thing for you if she 
has.” 

Gerrard held up his necklace. “This is 
all I ever wanted from the Legacy. Sisay 
wanted the rest of it more than most of us 
want life.” The pendant thumped back 
against his chest with a light jangle. “You 
and I have been through this before, 
Pol—chasing after the Legacy cost the 
lives of friends. That’s why I left the 
Weatherlight.” 

“That was a long time ago,” Cordel 
said. “You yourself have said that perhaps 
you were hasty in your decision. Further- 
more, you're older now and, in theory, 
wiser.” 

“In theory,” Gerrard agreed. 

“And the Legacy offers a much higher 
class of enemy than the dredges you've 
grown accustomed to.” 

Gerrard smiled as he stood up. “All 
right then. A convincing argument at 
last. Which docks?” 
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th a cry of surprise, Starke sat up 

suddenly in his bunk, groping 
blindly in the tents darkness for the dag- 
ger beneath his hed. The massive shape 
towering over him shoved him back with 
one monstrous hand hefore he could find 
the weapon. 

“Who is that? What do you want?” he 
whispered, blinking. 

“Your life” the figure in the dark rum- 
bled. 

“Maraxus?” Starke twisted in his sheets, 
working his feet free from the restrictive 
coverings. His fear, creeping across his 
skin like a fever, paused for a heartheat. 
“How did you get here?” 

“Your life’ the figure said again. Its 
voice was like a rockslide, pounding down 
upon Starke from the looming mountain 
ahove. Starke heard a sword leave its 
sheath. 

“Volrath sent you?” he ventured hurriedly. 


7) it ah a eee 


The figure didnt answer. 

“Maraxus, he calm, he urged, his voice 
hecoming wild. He tried to swallow but 
could not. “You are so very different from 
the other warlords of Keld—hecause you 
are an individual. One-with his own mind. 
Ask yourself if I would not he more useful 
to Volrath alive than dead” 

“You spoke his secrets to an enemy; the 
figure growled. “To my enemy. You are 
more useful dead” 

“Ah, hut wait” Starke finally freed his 
hody from the twisted hedding, felt the 
cold floor of the tent with his feet. With one 
heel, he could feel the pointed tip of his 
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errard could hear the Talruum roar 
even from the far end of the docks. 

“Horn-hater!” the voice boomed in the 
minotaur language. “Be on your way or be 
on your way to your gods!” 

“Uh oh,” Gerrard murmured, and 
broke into a run. 

A crowd had already gathered around 
the raging minotaur and the balding 
middle-aged missionary of the Church of 
Angelfire before him. The missionary 
faced the minotaur bravely, even as the 
Talruum swelled to his full height. Ger- 
rard brushed through the crowd to the 


‘= The missionary faced the minotaur 


dagger. “I told them to someone who was 
once an ally to Gerrard. Gerrard, eh? And 
Volrath would very much like to know 
where Gerrard has gone these days, 
would he not?” 

A sharp and enormous blade touched 
Starke's throat in the darkness. 

“Where?” the figure demanded. 

“I do not know that,” Starke confessed. 
He maneuvered the blade with the sole of 
his foot, sliding it from beneath the bunk. 
“But I can give you the woman who knows. 
And if she will not tell, she can still serve to 
draw Gerrard from hiding. Volrath would 
then get not only more of the Legacy, but 
the heir to the Legacy himself—which is 
what Volrath wants most, yes?” 

He carefully worked the dagger with 
his toes until it was directly hetween his 
feet, within reach were he quick enough. 
The blade at his throat, however, kept him 
frozen in place. For agonizing moments he 
waited, his muscles bunched. The figure 
didn't move, didn't speak. 

“Bring her; it said suddenly. 

“Yes,” Starke gasped with relief. “As soon 
as I can arrange it She may be somewhat 
suspicious of—" 

He broke off as the sword disappeared 
from his throat. In a rush, he scooped up 
his dagger and lunged high into the dark- 
ness at Maraxus's throat. 

His blade only found darkness. The fig- 
ure was gone. 


bravely. “Many sins have no voice,” 
he said, ‘hut killing bellows in the 
voice of the gods.” 


minotautr’s side. 

“Easy, Tahngarth,” he murmured, tak- 
ing the Talruum’s arm. The minotaur 
glanced down at him. “No killing.” 

“Torahn gore you,” Tahngarth snorted 
in reply. 

Gerrard grinned. “Nice to see you 
again, too.” 

“Many sins have no voice,” the mis- 
sionary interrupted in a small voice, “but 
killing bellows in the voice of the gods.” 

“I wouldn't know about that,” Gerrard 
said, gesturing at Tahngarth’s great blade 
and fierce scowl, “but I'd hate to test that 
belief by letting him kill you.” 

“Letting me?” Tahngarth turned his 
scowl on Gerrard. “To this day, you mis- 
understand.” 

The missionary was backing away. “No 
harm meant to the minotaur. Ah, but 
could I speak his tongue, this might have 
been a different discussion!” 

Tahngarth grunted, and Gerrard could 
tell that the fight had already gone out of 
him. Ignoring the missionary, the mino- 
taur turned on Gerrard, crossing his large 
arms across his chest. 

“We came here to find you,” he said. 

“Well,” Gerrard answered, “it’s lucky 
then that J found you. Where's the ship?” 

“It’s here.” 

The crowd was beginning to drift 
away, and Gerrard watched the people go. 
“So how’s Sisay?” 
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“That is why we've come back for you,” 
the minotaur said, his deep voice quaver- 
ing, “something terrible has happened.” 


<>) 
qomething exciting is happening; 
isay said to Tahngarth as they 
strolled the Weatherlight's deck together. 
The moons were rising, and the sky hoth 
above and helow the ship was clear. 
“Starke?” Tahngarth said. 
“Not Starke himself, of course, Sisay 
laughed lightly, “hut what he knows ahout 
the Lord of the Wastes and the Lord's ser- 


_ vants. One servant in particular, who holds 


key pieces of the Legacy’ 

“Starke has rotted horns, Sisay. Trust 
him like an enemy’ 

“I wont pretend I don't” The two of them 
stopped at the ship's railing, and Sisay 
leaned over to see the open plains below. 
The Weatherlight hovered over the red- 
dish fields like a hird frozen in flight, and 
the moons threw a ghostly light across 
hoth ship and shore. “This servant, Volrath, 
is holding Starke's daughter prisoner. I 
agreed to help rescue her in exchange for 
information ahout the Legacy” 

Tahngarth adjusted his dreadlocks and 
snorted. “I knew it was not from the good- 
ness of his heart that he spoke. Torahn 
gore the selfish” 

“Starke is thinking of his daughter’ 
Sisay said softly. “You're thinking of Ger- 
rard.” 

“It was a long time ago.” 

“But still a fresh wound. 

“He should not have left us. The Legacy 
is his birthright” Tahngarth said, clench- 
‘ing his mighty jaw. “Were he a Talruum, he 
would have heen killed the moment he 
even suggested abandoning the ship. Now 
he is free of the Legacy’ 

Sisay shook her head, leaning back to 
look up at the sky. “No, Tahngarth. He'll 
never he free of the Legacy. He just doesnt 
know it yet” 
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« S- they came looking for me,” Ger- 
Jrard concluded, having returned 
from the docks. He and Pol Cordel sat in 
the sunroom once more, but the sun was 
gone and the room was cold. Cordel 
glanced up as Gerrard stood and paced 
back and forth. 
“Are you asking my advice?” Cordel 


64 JUNE 1997 THE DUELIST 


net = 


a 


eee tN 


asked. 

“No. I know your advice.” 

“If I knew nothing at all about the 
Legacy, or your heritage, I would still say 
you should help your friends.” Cordel 
stood up. “You would disappoint us both 
if you didn't.” 

Gerrard didn’t answer. “The Legacy 
didn’t begin with Sisay,” Cordel contin- 
ued. “Would you have her die for your 
destiny?” 

“Maybe once,” Gerrard said. “Maybe 
long ago. That’s why I’m leaving, Pol. 
Tomorrow morning I’m going back to 
the Weatherlight.” 

Cordel nodded and put his hand on 
Gerrard’s shoulder. “I’m sorry to see you 
go. It’s a shame you must leave to know 
how much you enjoy my company.” 

“Well, you're not rid of me,” Gerrard 
said gruffly, shifting uncomfortably. “I'll 
come back.” 

“Of course.” 

“Until I do, I want you to keep this for 
me.” He took the hourglass necklace 
from around his neck and handed it to 
Cordel. “This belonged to my parents. 


It’s also the only part of the Legacy I kept 
when I left the ship. But it’s not just valu- 
able to me, it’s valuable to my enemies. 
I’m not stupid enough to put it within 
their reach.” 

Cordel accepted the pendant solemnly. 
“T will hold it close to my heart until you 
return.” 


The following morning, the Weatherlight, 
with Gerrard aboard, set sail from Benalia. 
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isay smiled. “That would he a long 

story for such a late hour. Its enough 
to say that it serves as a reminder of my 
village in Jamuraa.”’ 

Starke sat across from her at the table 
in her stateroom, turning her ring over 
and over in his hands. “Quite nice. Excel- 
lent craftsmanship” 

“Did you really come in the middle of the 
night to discuss precious metals with me, 


Starke?” Sisay asked, amused. She 
reached for her ring. “Or was there some- 
thing more important?” 

“Yes. Starke clenched the ring in his fist 
“I came to discuss Volrath, evincar of the 
Lord of the Wastes, arivarum set vainn.” 

“What are you—" Sisay began, her eyes 
narrowing as she shoved away from the 
table and leapt to her feet, drawing her 
sword. 

Behind her, a sickly white glow spread 
out in an growing circle, swirling like a 
whirlpool in the air until it had reached 
the size of a door. From its center, ghostly 
tendrils hegan to creep together to form 
fingers. 

‘Tahngarth!" Sisay cried, but she knew 
the sleeping minotaur wouldnt hear. She 
was alone with the traitor, alone against 
Volrath's power, directed at her by Starke. 
From within the circle, massive hands 
lunged for her. 

‘Tl see you again Starke’ 

“Not in this world,” he answered. 

Sisay swung once with her blade as the 
hands clawed around her, and then she 
was gone. The circle disappeared. 


Sisay swung once with her blade as the 
hands clawed around her, and then she 


was gone. The circle disappeared. 


Starke shivered as he wiped his hands 
on his pants and put Volrath’s abduction 
note on the table with Sisay’s ring. This 
would draw Gerrard, he was sure, but he 
could not afford to stay and find out. He 
already knew that Volrath and Maraxus 
would not give him hack his daughter, not 
even as a reward for this treachery. Shiv- 
ering again, he turned and fled the room. 
Once on deck, he slipped easily over the 
side and down the rope ladder to the 
ground helow. Without another look over 
his shoulder, he disappeared into the 
night, away from Maraxus and away from 
the Weatherlight 


The following morning, the Weatherlight, 
without Sisay ahoard, set sail for Benalia. 


Formerly a Magic editor for Wizards of the 
Coast, Michael G. Ryan is now Story Man- 
ager, in charge of developing the current and 
ongoing backstory for Magic. 
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SIXTEEN TOP-LEVEL PLAYERS, 
fifteen furious rounds of Magic, one 
champion. The first-ever Duelist Invita- 
tional took place February 14 through 16 in 
Hong Kong and featured the Top 16 
Magic minds in the world. The competi- 
tion was held in conjunction with the 
Asia Pacific Championships and the 
Hong Kong Open. All three tourna- 
dubbed the 


“Tournament of Champions,” 


ments, collectively 


derkind, was crowned “King of the Hill.” 
Rade, the 1995-96 Pro Tour Player of the 
Year, had very modest goals at the start. 
“J just don’t want to end up last,” he said 
after compiling a 4-3 record following 
the first day of competition. But during 
the second day, Rade poured it on, going 
7-1 and earning a trip to the finals 
against Mike Long of Virginia. Long, an 
alternate invitee, produced the 

best overall record (12—2-1) 


ie & ; 
were staged simultaneously _ ary following the fifteen varied 
inside the famous Times o = ‘* ¥& rounds of competition, 
Square Mall, one of Hong SPS 
Kong’s most prestigious Ran 
high-rise shopping centers. az ; VW 

“It’s so different from 


where | live in Brisbane,” noted 
Tom Chanpheng of Australia, 
Magic's reigning World Champion and 
one of the honored invitees. “Besides the 
fact that there are high-rise buildings 
everywhere, I find all the people here are 
more curious. I’ve noticed that lots of 
people gather around to watch, lots of 
women as well. You don’t see that too 
often at Pro Tour events.” 

After all the smoke had cleared, Olle 
Rade, Sweden's eighteen-year-old wun- 


. 


but stumbled against Rade in 
two separate meetings. (For details of the 
championship match, see page 68. ) 

For his outstanding efforts, Rade 
earned the right to design his very own 
Magic card with members of Wizards 
Research & Development team. After 
winning the title, he hadn't made up his 
mind on what type of card that would be. 

“I think I’m probably the only player 
here who really hasn't given it that much 


thought. I really don’t know. Sorry,” he 
said. Rade’s card will be highlighted in an 
upcoming issue of The Duelist, just as 
soon as he makes up his mind. 

The Duelist Invitational, brainchild 
of Duelist Editor-in-Chief Mark Rose- 
water, pitted Magic's best players head- 
different 
environments, testing their individual 


to-head in several play 
skill levels, as well as their patience and 
creativity. Overall, three Limited for- 
(“Limited Trash,” 


“Solomon Draft,” and “Booster Back- 


mats were used 


1997 Duelist Invitational 
vy Terry Melia FURRLIT 


draft”), along with three Constructed 
formats (“Classic-New York,” “Classic 
Restricted—Highlander” and “Standard”). 
Each Limited environment featured two 
rounds of play, while the Constructed 
formats provided three intense rounds 
apiece. The fifteen preliminary rounds, 
using a best two-out-of-three approach, 
pitted each player against every other 
player once. Afterwards, the two players 
sporting the best records (Rade and 


A a 


Times Square Mal 


lini long Kong was the popular venue for February’ first-ever 


Duelist Invitational Tournament. In addition, the Hong Kong Open and Asia Pacific Champ- 


tonships were run simultaneously, attracting hundreds of the region’ top players to the site. 


Long) battled in a _three-out-of-five 
championship finals. (For descriptions of 
each format, please see sidebar on page 69. 
For complete details, please see The Duelist 
Sideboard #6.) 

Besides Rade, Long, and Chanpheng, 
the remaining competitors included: 
Thomas Andersson (Tiiby, Sweden); 
George Baxter (Dallas, Texas); Alexan- 
der Blumke (Thénex, Switzerland); 
Mark Chalice (Claremont, California); 
Amiel Feldman (Geneva, Switzerland); 
Scott Johns (Northridge, California); 
Bertrand Lestrée (Pantin, France); Leon 
Lindbiick (Stockholm, Sweden); Matt 
Place (Kansas City, Missouri); Andrea 
Redi (Cilavena, Italy); Shawn “Hammer” 
Regnier (Manchester, New Hampshire); 
Eric Tam (Toronto, Canada); and Brian 
Weissman (Campbell, California). 

“I wouldn't say I was gunning for any- 
one in particular,” Weissman said, when 
asked which player he most wanted to 
battle. “I respect all the players’ abilities 
and I was looking forward to the oppor- 
tunity of playing a lot of the guys who I 
hadn't played before.” 

Each Magic player put his stellar repu- 
tation on the line by participating in the 
first Duelist Invitational. Even though all 
competitors earned a free trip to Hong 


Kong by virtue of being one of the sixteen 
invitees, no player wanted to find his 
name at the bottom of the standings. 

“My biggest challenge was trying not 
to lose too many matches,” said George 
Baxter, who wound up in seventh place 
(8-7). “There are some people who are 
competing for first place and there are 
some people who are simply trying not to 
finish last. I’m one of those people in the 
latter category.” 

“I wasn’t really worried about it,” 
added Matt Place, who went 6-1 on the 
first day, but floundered during the sec- 
ond day to finish at 9-6. “I guess there 
was a lot of worry about making sure you 
weren't in the bottom four because every- 
body’s gonna see where you finished. But 
my main goal was just to play my best, to 
play good Magic.” 

Italy’s Andrea Redi, who speaks neither 
English nor Chinese, had other concerns 
during his stay. Through an interpreter, 
John Jordan, who serves as vice president 
of Wizards International Group, Redi 
shared some of his worries. “My biggest 
fear, being someone who doesn’t speak 
English and being in a foreign country, 
was getting lost in the city, and specifi- 
cally, at the airport.” 

Magic, being the universally under- 


Day 1 Results | 
Mike Long 


(6-1) 

Matt Place (6-1) 

Andrea Redi (5-1-1) 

Leon Lindback (4-1-2) 
Alexander Blumke (4-3) 

Olle Rade (4-3) 
“Hammer” Regnier (4-3) 

Eric Tam (3-3-1) 

George Baxter (3-4) 

Bertrand Lestrée (3-4) 

Tom Chanpheng (2-4-1) 

Scott Johns (2-4-1) 
Thomas Andersson (2-5) 

Mark Chalice (=) 

Brian Weissman (2-5) 

Amiel Feldman (1-6) 
Championship Match 
Rade defeated Long, 3-1 
Duelist Invitational 
Final Standings 

1. Olle Rade (11-4) 

2. Mike Long (12-2-1) 

3. Mark Chalice (9-6) 

4, Matt Place (9-6) 

5. Scott Johns (8-6-1) 

6. Andrea Redi (8-6-1) 

7. George Baxter (8-7) 

8.Leon Lindback (6-6-3) 

9. Eric Tam (7-1-1) 

10. Tom Chanpheng -8) 


APAC 
Championships 
Prize-Winners 
Champion: ($4,000 US in gold) 
Nathan Russell (Australia) 


Finalist: ($2,000 US in gold) 
Toshiki Tsukamoto (Japan) 


Semifinalists: ($1,000 US in gold) 


Hong Kong Open 
Prize-Winners 
Champion: (Ford Festiva, 
invitation to Pro Tour-Paris) 
Koichiro Maki (Japan) 


Finalist: (Invitation to Pro Tour-Paris) 
Harold Sy (Philippines) 
Semifinalists: 


Gwang Sing Au (Hong Kong) 
Chi Kuen Alex Chan (Hong Kong) 
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the first annual Due/ist Invitational, Mike Long of Virginia was the 
man to beat. Long was determined to prove that he truly deserved to be 
included among Magic’s Sweet 16, as his invitation was a last-minute 
substitution for Mark Justice, who was unable to attend. After amassing 
an impressive 12-2-1 record over two days of intense and wildly varied 
competition, Long had made his point. He was poised to claim the title, 
the trophy, and the right to design his very own Magic card. The only 
thing that stood between him and victory was Sweden's Ollle Rade. 

The “Littlest Viking’s” 11-4 record was nothing to sneeze at, how- 
ever, and Rade had the distinction of being the only participant to have 
derailed Long’s victory train during the first thirteen rounds. Rade 
admitted that the format of the final match (Classic-New York) was one 
that he usually only plays “for fun.” But Rade was a Pro Tour Champion 
(Columbus) and the Tour's 1995-6 Player of the Year. Long knew this, 
and with his earlier loss to Rade in mind, he came to the finals sharply 
dressed, focused, and keenly aware of the challenge before him. 

Long's deck, dubbed “The Keeper,” was inspired by Elemental 
Augury, which allows you to frustrate your opponent by reordering the 
top three cards in his or her library. The Keeper is designed to destroy, 
delay, or deny anything an opponent tries to put into play. Long's intent was 
to totally avoid damage until his opponent had no offense left, using old 
standbys such as Strip Mine, Disenchant, and Circle of Protection, and 
Classic power cards such as Amnesia, Merchant Scroll, and Recall. A 
healthy roster of dual lands and artifact mana rounded out his deck. 
Unfortunately for Long, Rade brought his Snake Basket along. This 


rare artifact from Visions allows 


you to spend & and sacrifice it to 
bring X 1/1 Cobra tokens into 
play. Snake Basket proved to be 
too much offense, marshaled too 
quickly for Long's denial strat- 
egy to be effective. The rest of 
Rade’s deck was made up of the 
Standard Restricted List, Classic 
power cards, and a handful of 
Tutors (Mystical and Demonic). 
Rade put these library manipula- 
tors to such good use that a 
casual observer would have 
thought there were only a dozen 
different cards in his deck. With 


Rade dominated Long with his Snake Basket. 
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his strong roster of mana-producing artifacts, Snake Basket 
became a monumental threat. And with his surgically precise 
use of the Tutors, Rade always had the Basket when he needed it. 

The first game set the tone for the match: while Long was 
loose and chatty, Rade was calm and quiet. After an exhaus- 
tively thorough shuffling ritual on both sides, Rade drew no 
land and called a Mulligan (Rade’s deck had only eight land 
cards in it to start with, and was nicknamed the “turbo/ Mul- 
ligan” deck by one wry observer). Once the game began, 
however, the pace increased dramatically. Long played a 
zero-point Lodestone Bauble as a cantrip and then Library 
of Alexandria for the option of an additional draw; Rade 
pulled Black Vise in his initial draw and dropped it. Low- 
cost Moxes, Barbed Sextants, Mana Crypts, and Mana 
Vaults followed. 

Eighteen minutes into the match, Rade Mystical Tutored 
for his Demonic Tutor, and then Demonic Tutored for his 
Snake Basket. With a smile, Long tried to trick Rade into 
revealing what card he had just Tutored for, but Rade didn’t 
bite. Before the end of the match, Long was assured of never 
wanting to see that card again. Rade played his Snake Basket, 
poured ten mana into it, and Long was suddenly faced with 
the endgame in two turns. He was able to Swords to Plow- 
shares one of the snakes, but the remaining nine swarmed 
over him and he conceded the first game. 

The second game was a replay of the first, except Rade drew 
Snake Basket in his initial seven. Once he had assembled 
enough mana artifacts and held off the approach of Long’s 
“Mox Monkey” (Gorilla Shaman), he dropped the Basket and 
pulled nine more snakes out of it. Long was able to get Ele- 
mental Augury into play, but it came too late to disrupt Rade’s 
offense. Long conceded at the fifteen-minute mark. 

At this point, Long said, “A lot of people are watching me. I 
may as well do something besides lose,” and then set about 
winning. Stung by his own City of Brass and Mana Crypts, 
Rade’s life total dropped down to single digits. He was able to get 
Black Vise out, and even brought three snakes out of his Bas- 
ket, but Long was not concerned. Indeed, he was jubilant 
when the Basket hit the table because he knew it would not be 
a threat this time around. One Fireball and 7 damage later, the 
match score was two games to one. 

The final game ended so quickly that if you blinked you 
might have missed it: five minutes from start to finish. The 
extended shuffling of the cards took as long as the game itself. 
Rade played his Snake Basket on the second turn, and though he 
tried, Long simply did not have enough counterspells to pre- 
vent Rade from loading up the table with mana producers. Six 
snakes joined in this time, and they all scored three turns in 
succession before Long, who placed his useless hand face 
down in front of him and morosely drew cards during his turn, 
conceded the match. 

Though there can only be one champion, everyone got 
what they wanted from this final match. Rade earned the title 
and added to his growing legend. Long proved beyond all 
doubt that he is among the best Magic players in the world. 
And, lastly, The Duelist was able to present its readers with a 
truly unique and memorable competition in which every sin- 
gle match was a featured event. ® 


4 Mana Crypt 1 Gorilla Shaman 
4 Mana Vault 2 Hydroblast 
1 Mox Jet 1 Incinerate 
1 Mox Emerald 2 Lodestone Bauble 
1 Mox Pearl 4 Mana Drain 
1 Mox Ruby 2 Merchant Scroll 
1 Mox Sapphire 1 Mirror Universe 
1 Tropical island 2  Pyroblast 
1 Volcanic Island 1 Recall 
2 Swords to Plowshares 
Sideboard 1 Urza's Bauble 
1 Abyss, The 1 Time Walk 
Bede's, 1 
ec st 1 Death Speakers Mana Producers 
(Classic-New 1 Dust to Dust 1 Lotus 
= 1 Freewind Falcon 3 City of Brass 
1 Ancestral Recall 2 Hymn to Tourach 2 Fellwar Stone 
1 Balance 1 Icatian Infantry 1 Library of Alexandria 
4 Barbed Sextant 1 Moat 1 Mox Jet 
4 Black Vise 1 Preacher 1 Mox Pearl 
1 1 Sea Sprite 1 Mox Ruby 
1 Demonic Tutor 2 Serrated Arrows 1 Mox Sapphire 
4 Force of Will 1 Tormod’s Crypt 1 Sol Ring 
4 Hurkyl’s Recall 1 Vodalian Soldiers 4 Strip Mine 
1 Library of Alexandria 3 Tundra 
3 Lion's Eye Diamond 3 Underground Sea 
ee eee 
4 Mystical Tutor 6c st 
3 Prosperity Sideboard 
age (Classic-New York) 1 Aeolipile 
1 2 Abyss, The 1 Amnesia 
1 Snake Basket 1 Amnesia 2 Anvil of Bogardan 
1 Sol Ring 1 Ancestral Recall 1 Disenchant 
1 Time Walk 1 Barbed Sextant 2 Dwarven Catapult 
1 Timetwister 1 Braingeyser 1 Force of Will 
1 Underground Sea 1 Coercion 1 Gorilla Shaman 
1 Wheel of Fortune 1 CoP: Red 2 Memory Lapse 
1 Demonic Tutor 1 Moat 
Mana 2  Disenchant 1 Svyelunite 
1 Black Lotus 1 Elemental Augury 1 Wand of Denial 
4 City of Brass 2. Fireball 1 Zuran Orb 


LIMITED FORMATS 


* Limited Trash: All players receive identical, substandard 90-card sets. Key word: mediocrity. 

* Solomon Draft: Two players shuffle cards together. One player flips top eight cards and divides them 
into two piles, allowing other player to choose. Alternate until all cards are drafted. 

* Booster Backdraft: Similar to Booster Draft but with an interesting twist: draft the worst cards 


possible since you'll be playing against your own cards. 


CONSTRUCTED FORMATS 

* Classic-NY: All decks contain at least four cards from Arabian Nights through Visions, as well as Unlimited. 
* Classic Restricted-Highlander: Restricted to one non-banned card per deck. Visions cards allowed. 

* Standard: Uses the following sets: Fourth Edition, Chronicles, Homelands, Alliances, Mirage, and Visions. 


___ Magté Hib BFibitors 
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fax: 61-2-9557-3026 Contact: Mr. Perry Lau phone: 64-9-307-1470 
phone: 852-2721-3060 fax 64-9-307-1470 
fax: 852-2396-6372 
Areca eet Wizard Distributors Lid 
97-99 Argyle St. ~ it Eden = 
: Planet Comics Contact: Mr. Tony Hamblyn 
Contact: Mt. Gary Wels Setrasari Mall Block B1 No. 1 phone: 64-9-630-6879 
eee Contact: Mr. Vincent Sucianto fax: 649-630-6879 
Fatal phone: 62-22-2001128 
Osbome Park Westem Australia fax: 62-22-216155 SINGAPORE 
The Black Room Pte Ltd 
50 Howe St KOREA 177 River Valley Road 
Contact: Mr. Geoff Seoul #02-20 Liang Court 
phone: 61-9-244-2644 Ultra Light Co., Ltd Contact: Mr. Michael Tanyeo 
fax 61-9-244-2643 3Fl Ultra Bldg #82-83 phone: 65-3568079 
Hwakok 5-Dong fax 65-3563812 
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eee phone: 82-2-604-1947 Hsin Tien 
fax: 82-2-698-8238 Sharp Point Publishing Co. Ltd 
Contact: Mr. Gary Isaacs ae 
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phone: 61-3-9555-1022 phone: 63-2-526-3911 
fax: 61-3-9553-3339 fax: 63-2-526-0896 
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) COUNTERSTRIKE 


After the red-hot debut of 
the BattleTech TCG last 
November, heat sinks are 
still working overtime. Now 
Counterstrike, the first 
BattleTech expansion, is 
ready to launch an assault. 
Wizards’ “ace” field reporter 
was on the scene to scoop 
the details. 


BY “ACE” CYZNYK 


Counterstrike 
Hits Hard 


f I buy any more trading cards, I’m 
going to start using them to build a 
bomb shelter in my basement. I’m 
not alone. There’s no shortage of 
cards for TCG fans to buy. As a 
self-professed card game junkie, I 
was eager to try out the BattleTech 
TCG and add it to my collection. 
Now I’m hooked, and it looks like 
Counterstrike may be the latest fix. 

I’ve heard the buzz about the first 
expansion, but I was skeptical at first. 
Could the set really live up to the hype? 
On a cold morning in January, I 
assaulted the corporate offices of Wiz- 
ards of the Coast with this very question 
in mind. What’s new in Counterstrike? 
Will it really enhance my collection, or 
am I going to have to start on the 
fourth wall of my basement hideaway? 
“Counterstrike fleshes out the basic 
set and helps it achieve its 

full potential,” 


said Glenn Elliott, co-designer of the 
set. “The set adds more detail in certain 
places and develops the personalities.” 
Glenn describes his latest project as a 
sort of BattleTech “director's cut.” By 
adding more balance to the card game’s 
mechanics, and offering a wider Mech 
selection, this first expansion enhances 
the original set in a big way. Pc 
optional. 


»pcorn is 


Glenn's a big fan of the "Mechs, and he 
was eager to talk about the most 
impressive specimens. The Annihilator, 
for instance, is a behemoth: a devastat- 
ing 100-ton "Mech that should leave its 
victims pleading for mercy. Point for 
point, it’s very strong, but has some 
tough competition. I like the Daishi 
Prime, one of the most freakish and 
powerful "Mechs in the card game to 
date. If you have the resources to get it 
on the table, it can do up to a hellacious 
19 points of damage after throwing in 
Alpha Strike and Overheat. Now that’s 
a counterstrike! 

Not everyone gets off on big "Mechs, 
though. Look for a new Dasher and a 
new Fenris as serious contenders in the 
months to come. Prepare for a few new 
Inner Sphere "Mechs that may give the 
Dasher D a run for its money. The 


Spider SDR-7M is small, but it should 


still make the battle for “Mech dom- 


inance” a little more intense. If 
you can reveal and deploy 


the Spider, you can make 


another deployment 
on the same 
turn. 


ILLUSTRATION BY SAM WOOD 


Vil Be Back({story) 

The stats on the new hardware look 
promising, but it’s also nice to know that 
there’s a story behind the game. Counter- 
strike is more than a game about big war 


machines; they are piloted by human 
beings. Behind the battle scenes and skir- 
mishes, there's a lot of politicking going 
on. The backstory comes from Michael 
Stackpole’s Blood of Kerensky trilogy. 

In 3050, the Houses of the Inner 
Sphere are just learning about the threat 
of the Clans. Kai Allard-Liao and Victor 
Steiner-Davion are trying to follow in the 
footsteps of their fathers, but now the 
enemies of the Inner Sphere are more 
vicious and deadly than ever before. 
Phelan Kell learns of this threat first 
hand as he’s retrained by the treacherous 
Wolf Clan. Expect to see quite a few 
major personalities from the series, 
including Tor Miraborg and the ruthless 
Vlad of the Wards. (Hsss!) 

Counterstrike also includes a variety of 
cards that mirror some of the major 
events in the trilogy. Massive Battlefield 
Confusion does a good job of recreating 
the sandstorm Victor Steiner-Davion 
encountered in the battle for Twycross. 
Blow the Pass! shows off the rather dra- 
matic moment Kai Allard-Liao experi- 
enced when he self-destructed his "Mech 
to cause a landslide on the troops below. 
And then there’s Assassination, a card 
that should come in useful for some of 
those notable personalities. 

Rich McGatha, Wizards’ playtest coor- 
dinator, showed me many of the Mission 
and Command cards that round out the 
set. It looks like strategy is going to be 
even more important with this expansion. 
After you get all your Mechs on the 
table, you've got to find a way for them to 
work together! If you're not careful, you'll 
get tricked by a devious Bait and Switch, 
overwhelmed by an intimidating Over- 
run, or outflanked by an impressive End 
Run. Just in case, you might want to have 
a Tactical Nuke up your sleeve... 


You Lookin’ At Me? 


The artwork, of course, helps bring the 
stories and strategies to life. Roger Coad, 


the art director, has done a wonderful job 
of coordinating a variety of talented 
artists. In BattleTech—Limited Edition, | 
really liked Liz Danforth’s portraits, Clint 
Langley’s “in-your-face” style, and Ron 
Spencer's outright carnage. I thought it 
might be a good idea to stop by Roger's 
desk and ask his opinion of the art in the 
new set. 

Roger tipped me off to some of his 
favorite pieces in Counterstrike. “Look 
for Colin MacNeil, one of the new 
BattleTech artists,” he said, “and exciting 
work from Dave Seeley and Clint 
Langley.” From what I’ve seen, there’s 
no shortage of attitude on the new cards. 
It’s clear that some of the artists were 
out to kick ass and take names. 

Everyone I talked to also stressed 
how closely Wizards and FASA worked 
together to ensure that the card game did 
a good job of reflecting the BattleTech 
universe. All the detail of the board game 
is there, but the card game medium 
makes it, well, more approachable. This 
isn’t a game for people who want to cal- 
culate overheat and count ammunition. 
Counterstrike makes the game faster and 
deadlier than ever before. 


Incoming! 
Later that night, I went downstairs to 
the Tournament Center, where dozens 
of gamers were hard at work tuning their 
latest BattleTech decks. When I asked 
one impassioned ’Mech pilot what he 
thought about the Universe deck-con- 
struction rules, he showed me how his 
House Marik Mechs were getting 
swarmed by the Dashers of Clan Ghost 
Bear. I asked him what he wanted to see 
in the next expansion, and his response 
was “’Mechs! I need more ’Mechs!” 
Well, reinforcements are on the way. 
When Counterstrike hits the streets, it’s 
gonna hit hard. Good thing I’ve got that 
bomb shelter. @ 


Ace Cyznyhk likes to spend his free time 
exploring the streets of Seattle. His other 
hobbies include playing cards, drinking beer, 
and relaxing in his basement, preferably all 


at the same time. 


Counterstrike 
Credits 


BattieTech Command recognizes 
the front-line soldiers who built the 
Counterstrike war machine. All of 
them proudly bear the scars of battle. 


BattleTech TCG Design: Richard Garfield 


Counterstrike Design and Development: 
Charlie Catana, Glenn Elliott, 
William Jockusch 


Additional Counterstrike Development 
and Playtesting (WotC): Robert Gutschera, 
Tom Wylie 


BattleTech Created By: 
Jordan K. Weisman, L. Ross Babcock lil 


FASA BattleTech Line Developer: 
Bryan Nystul 


Editor: Brian Campbell 


Flavor Text: Michael A. Stackpole, Sharon 
Turner Mulvihill, Randall N. Bills, Bryan 
Nystul, George Lowe, Warren Wyman, 
Diane Piron-Gelman, John Bridegroom, 
Tara Gallagher, Rob Cruz, Brian Campbell, 
Ron Richardson 


Flavor Text Contest Winners: Darrel 
Popowich, Adam Plummer, David Brainard 


Project Manager: Ron Richardson 
General Manager: Rich Fukutaki 
Project Coordination: Matt Burke 


Art Director and Graphic Design: 
Roger Dale Coad 


Assistant Art Director and Additional 
Design: Ellen Buck 


FASA Art Director: Jim Nelson 
FASA Assistant Art Director: Joel Biske 


FASA Flavor Text Coordinator: Sharon 
Turner Mulvihill 


Production, Typesetting, and Layout: Tom 
Wanerstrand, Jefferson M. Shelley, Douglas 
Ketler Scheffer, Paul Allen Timm, Hans 
Reifenrath, Steve Nashem, Ted Johnson 


Marketing Coordinator: Casey Brebberman 
Promotions Coordination: Lara Dalch 

Print Purchasing: Sid Davis 

Business Coordinator: Leeds Chamberiain 
Customer Service Expert: J. D. Wiker 


Playtesters: George Lowe, Paul Randles, 
Jennifer Clarke Wilkes, Warren Wyman, 
Rich McGatha, Ron Richardson, Wolfgang 
Baur, Randall N. Bills, Brian Campbell, 
Shawn Carnes, Adam Conus, Mike Elliott, 
Don Felice, Tara Gallagher, Garon Galloway, 
Mons Johnson, Jim Lin, Bryan Nystul, Paul 
Peterson, Louis J. Prosperi, Bill Rose, Mike 
Selinker, Jordan K. Weisman, Teeuwynn 
Woodruff 
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' BattleDeck Campaigns 


September 3050 


Campaign Summary 


aking huge losses in the 
Lyran Commonwealth, 
House Davion’s top leader- 
ship decides to mount a 
counter-incursion. At the 
suggestion of young Prince 
Victor Steiner-Davion, the 
Davion leaders choose the 
Clan-occupied planet of 
Twycross, right at the edge of 
the Periphery. Twycross, an 
important industrial planet, is so deep 
in Jade Falcon’s occupation zone that 
the most powerful Falcon forces are far 
offworld. 

In the brutal winds of the Diabolis 
storm, the Ninth Federated Common- 
wealth and their mercenary allies deploy 
themselves in a mountainous region called 
the Cloisters, centered around a pass 
calted the Great Gash. They plant Mech 
decoys and vibrabombs to slow down the 
Jade Falcons, and the Kell Hounds try to 
lead the Falcons into this trap. The Clans 
advance on the pass, but stop to check it 
for traps. Victor, his aide Galen Cox, and 


the Hounds meet the Falcons in a 
battle inside the Diabolis, which 
hinders all long-range fire. 
Victor assigns the Kell 
Hounds and a lance led by Liao 
heir Kai Allard-Liao to evacu- 
ate a field hospital in the 
Clans’ path. Victor and his 
forces are forced to pull back 
when the Falcons’ recon 
teams give way to front-line "Mechs, 
and the Falcons pour into the Gash, Over 
the objections of Dr. Dierdre Lear, Kai 
evacuates the hospital, and sends his tech- 
nicians back up to blow the pass. The 
techs are killed, so Kai (with Lear in the 
cockpit of his Hatchetman) barrels into the 
Falcon front line, routing the Falcon scouts 
back to their main regiments. Kai broad- 
casts a challenge to the Falcons, drawing 
them in. At the last minute, Kai ejects his 
cockpit and detonates his reactor, destroy- 
ing the pass and crushing the main force 
of the Falcons in the landslide. The 
remaining Falcons retreat, outrunning 
their Ninth F-C pursuers. 


2 Vindicator VND-1R 3 Loki B Hellbringer 
1 Berserker Warrior* 3 Wolfhound WLF-2 2 Loki Prime Hellbringer 
1 Blow the Pass!* 1 Thor A Summoner 
1 Contract with Kell Hounds* 8 Support: Assembly 1 Thor C Summoner 
1 Galen Cox 2 Support: Logistics 1 Thor D Summoner 
3 Heavy Fog 6 Support: Munitions 3 Thor Prime Summoner 
2 Holographic Decoy 4 Support: Politics 
1 Kai Allard-Liao 4 Support: Tactics 10 Support: Assembly 
1 Minefield* 3 Support: Logistics 
1 Secured Drop Site* 6 Support: Munitions 
1 Risky Combat Jump* 4 Communications Failure 6 Support: Tactics 
1 Victor Steiner-Davion 2 Deploy Reinforcements* “trom Counterstrike 

5 Elemental Point 
2 Blackjack BJ2 2 Massive Battlefield Confusion* 
2 Bombardier BMB-12D* 2 Recon Pilot* 
1 Hatchetman HCT-3F 2 Running Battle 
2 Hatchetman HCT-5S 
3 Hunchback HBK-4G 1 Fenris A Ice Ferret 
1 Quickdraw QKD-4G 1 Fenris C Ice Ferret 
2 Quickdraw QKD-5M 1 Fenris D /ce Ferret 
2 Trebuchet 7B7-7M 3 Fenris Prime Ice Ferret 
2 Victor VTR-9K 1 Loki A Hellbringer 


The Falcons’ first loss signals a turning 
point in the war. But the biggest Clan 
defeats are yet to come. 


BattleDeck Strategies. The 
Diabolis storm may be the deciding fac- 
tor in this BattleDeck clash. While the 
Clan player takes advantage of cards like 
Massive Battlefield Confusion and Com- 


munications Failure, the Inner Sphere 
player can mute Clan forays with Heavy 
Fog and Holographic Decoy. The Inner 
Sphere has a decisive advantage in 
Unique cards, but even all that royalty 
may not be enough to overcome those 
Norse gods. And with all that confusion, 
both sides need to be patient and seize 
the opportunities for all they're worth. 


Rasalhague: July-November 3050 


Campaign Summary 


fter only four months of war, 
the Clans have cut deep into the Inner 
Sphere’s galactic northern front. Dozens 
of worlds have fallen in the Lyran 
Commonwealth, the Draconis Com- 
bine, and the Free Rasalhague Republic. 
But these are border worlds, outlands. 
The Clans now have the biggest prizes 
in their sights: the capital world of 
Rasalhague and the mercantile hub of 
Radstadt. 

Ulric Kerensky, Khan of Clan Wolf, 
orders the conquest of Rasalhague in 
July. His captive Phelan, formerly of the 
Kell Hounds mercenary company, gives 
Ulric inside intelligence on Rasalhague’s 
defenses, including the vulnerability of 
the Rasalhague Freemen due to a virus 
ravaging their world. The Wolves attack 
at the drop point of Asgard, which the 
defenders believe is an error that will 
give Rasalhague’s aerospace support 
time to evacuate Prince Magnussen. 
With the aerospace support out of the 
way, the Clans wade into the Rasal- 
hague ground forces. 

A renegade wing of 1st Drakons 
aerofighters blasts the Clan forces 
before leaving Rasalhague, making the 
Clans’ advance to the capital city of 
Reykjavik very difficult. They make it to 
the capital, only to find that the Rasalh- 
ague military is willing to take the fight 
into their own streets, at the cost of 
thousands of civilian lives. After a brutal 
battle that destroys Reykjavik, Clan 
Wolf pacifies the capital. 

Clan Wolf presses on, pouncing on 
Radstadt in October. Fearing the 


aerowing that fled Rasalhague, the Clan 
forces land far west of the capital of 
Munich and are attacked by heavy 
Drakon ’Mechs. The Wolf elementals 
surprise the Drakons from behind and 
disrupt the Radstadt forces. The 
Drakons lead the battle into an island 
chain near Kjakan, unfamiliar territory 
for the Clans. Though naval forces hold 
off the Wolf elementals for some time, 
the Clan "Mechs break the Drakon line 
and force them to retreat. Radstadt falls. 

Thinking they are in the clear, the 
leaders of all the Clans prepare to hold 
a Grand Kulturai council at Radstadt. 
But fate has other plans, as the Clan 
leadership is ambushed by the 1st 
Drakon aerowing, who just happen to 
be in the neighborhood. The Dire Wolf 
DropShip gets into a fierce firefight 
with the aerospace fighters. In the heat 
of battle, pilot Tyra Miraborg slams her 
damaged Shi/one fighter into the bridge 
of the Dire Wolf, killing ilKhan Leo 
Showers and paralyzing the Clan inva- 
sion for a year. 


BattleDeck Strategies. The 
Rasalhague deck depends on powerful 
bombing cards to turn the tide, but the 
Clan player should not ignore 
the cheaper heavy 
*Mechs that will be 
protecting those 
destructive cards. The 
Rasalhague "Mechs will 
be overheating left, right, 
and center, so the Clan 
player must watch out for 


RASALHAGUE 


Inner Sphere 
Aerospace Fighter Mission 
Cover of Night* 

Haakon Magnussen* 
Lured into Bog 

Pinpoint Air Strike* 

Rapid Cool-Down 

Strafing Run* 


Banshee BNC-5S 
Blackjack BJ2 
Firestarter FS9-S 
Highlander HGN-732 
JagerMech JM6-DD 
Jenner JA7-D 
Katana CRK-5003-2 
Panther PNT-9R 
Stalker STK-3F 


Support: Assembly 
Support: Munitions 
Support: Politics 
Support: Tactics 


a.L.aeo FHYWNNNN WO & NSeNN = 


lans 
Blood of Kerensky* 
Bjorn Jorgensson 
Effective Groundwork 
Elemental Point 
End Run* 
Hazardous Battle Zone* 
Leo Showers 
Natasha Kerensky 
Phelan 
Ulric Kerensky* 
Viad of the Wards* 


eee een nots- 


Fenris A Ice Ferret 
Fenris B Ice Ferret* 
Fenris D Ice Ferret 
Fenris Prime /ce Ferret 
Mad Cat B Timber Wolf 
Man 0’ War A Gargoyle 
Man 0’ War B Gargoyle 
Man 0’ War € Gargoyle 
Uller B Kit Fox 

Uller Prime Kit Fox 


Support: Assembly 
Support: Munitions 
Support: Politics 
Support: Tactics 


“from Counterstrike 
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those Rapid Cool-Down cards. The Clan 
player has a distinct Mech disadvantage, but 
the Unique cards should make up for the 


deficit. And the Inner Sphere player will have 
his or her hands full once that Effective 


Groundwork comes into the fray. 


Luthien: January 3052 


d Clan Nova Cat have 
conis Combine home- 
world. Luthien, at the heart of the 
Combine’s Pesht District, would be 
the most important victory yet in 
the Clan offensive, as it 
would cripple the 

Inner Sphere resis- 
tance and pave the 
Clans’ way to Terra. 

At word of the attack, 
Hanse Davion sends the 
Wolf’s Dragoons and 
Kell Hounds mercenary 
squadrons to help defend 
Luthien. Over Coordina- 
tor Takashi’s objections, the 
Draconis Combine Mustered Soldiery 
(DCMS) joins the mercenaries in the largest 
force yet to fight in the war. The DCMS 
deploys 1,300 "Mechs, from the First Sword of 
Light, the Otomo, two Genyosha regiments, 
the Second Legion of Vega, and Takashi’s 
own Dragon's Claws. Eight hundred Nova 
Cat and Smoke Jaguar BattleMechs land on 
the Tairakana Plains fifty klicks east of the 
Imperial City. 

While the Clans deploy, hovertanks scout 
targets for the DCMS fighter planes. Elemen- 
tal points decimate the tanks after they report 
the Clan positions. As DCMS fighters strafe 
the Clans, the Jaguars run into a wedge pro- 
vided by the First Sword and the Otomo. The 
Jaguars’ superior range devastates the Otomo, 
though no one breaks formation. The Jaguars 
pounce on the Otomo, only to discover that 
the Otomo "Mechs are unmanned decoys hid- 
ing vibrabombs. As the Clan Mechs stumble 
into the trap, the real Otomo regiment, the 
Genyosha, and Theodore’s Second Legion 
ambush them. The Jaguars are routed, and the 
Nova Cats plow through their Jaguar com- 
rades on the way to the Imperial City. The 
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Campaign Summary 


Cat aerofighters attack, and 

are met by mercenary planes 

and missile launchers. The 
Combine forces box the Cats 
and Jaguars, but confusion in 
the Kurita line gives the Clans 
time to regroup. 

As the Clans approach the 
unevacuated Imperial City, 
Gunji-no-Kanrei Theodore 
Kurita’s forces maneuver the 
Nova Cats into the Dragon's 
Claws, an elite unit formed by Coordina- 
tor Takashi Kurita himself. The Dragon's 

Claws back the Cats into the Kell 

Hounds, who hold the line so that the 

Dragoons and DCMS forces can box 

the Cats in. The Cats go straight at the 
Dragon's Claws, which works to keep the Cats 
contained. Though a few Cats make it into 
the outlying parts of the city, most are 
destroyed by constant aerospace and "Mech 
batteries, and the Clans flee the planet. But 
the casualties on the Inner Sphere side are 
very high: The DCMS and mercenaries lose 
about twenty percent of their pilots, but over 
fifty percent of their machinery. 


BattleDeck Strategies. [he Clan 
deck brims with big "Mechs, and the resources 
to back them up. But while the Clan player is 
building up these behemoths, the Inner 
Sphere player should be using his or her 
resources (and Theodore Kurita, if possible) to 
flood the field with expendable Mechs. The 
Inner Sphere player should expect to take high 
casualties and serious damage to the Stockpile, 
but those mercenary cards and subterfuge 
attacks may just be enough to get around 


those larger Clan "Mechs. Maybe. ® 


Glenn Elliott co-developed the BattleTech TCG, and 
Mike Selinker designed the Web game BattleTech: 
Last Stand at Hanover. They are hard at work 
co-designing the next BattleTech TCG expansion. 
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Contract With Kell Hounds* 


Contract With Wolf's Dragoons 


Annihilator ANH-2A* 
Atlas AS7-K 

Dragon DRG-1N 
Falcon FLC-4P 

Flea FLE-17 

Grand Dragon DRG-5K 
Hatamoto-Chi HTM-27T 
Hoplite HOP-4D 
Hornet HNT-177 

Imp /MP-3E 
JagerMech JM6-DD 
Jenner JR7-D 

Katana CRK-5003-2 
Mauler MAL-1R 
Sentinel STN-3M 
Shogun SHG-2F 

Wolf Trap WFT-7 


Support: Assembly 
Support: Logistics 
Support: Munitions 
Support: Politics 
Support: Tactics 
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Aerospace Fighter Mission 
Dropship Site 

Elemental Point 

Inexorable Advance 
Operation Advisory Council 
Think Tank 

Veteran MechWarrior 


Black Hawk B Nova 
Daishi A Dire Wolf 

Daishi B Dire Wolf* 
Daishi Prime Dire Wolf* 
Dragonfly C Viper 

Fenris Prime /ce Ferret 
Koshi B Mist Lynx 

Koshi Prime Mist Lynx 
Mad Cat B Timber Wolf 
Mad Cat D Timber Wolf 
Man 0’ War Prime Gargoyle 
Masakari A Warhawk 
Masakari Prime Warhawk 
Uller B Kit Fox 

Uller Prime Kit Fox 


Support: Assembly 
Support: Logistics 
Support: Munitions 
Support: Politics 
Support: Tactics 


*from Counterstrike 


1 
2 
3 
4 
5 
6 
7 


Om 8 
a *) 
C) 10 
Liu 
O 12 
13 
14 
15 
16 
) 17 
} 18 
Cy 19 
OU 20 
a) 
Ci22 
Citgo 
Cy524 


ILLUSTRATION BY SAM WOOD 


Accelerate Conflict 
Accelerated Tumaround 
Adam Steiner 
Annihilator ANH-2A 
Assassin ASN-23 
Assassination 

Bait and Switch 
Berserker Warrior 
Black Hawk C Nova 
Black Market Connections 
Blackjack BJ-1 
Blitzkrieg 

Blockade 

Blood of Kerensky 
Blow the Pass! 
Bombardier BMB-12D 
Bribed Pilot 

Catapult CPLT-C1 
Champion CHP-1N 
Chandrasekhar Kurita 
Charger CGR-3K 
Commando COM-5S 
Contract with Kell Hounds 
Cover of Night 

Crab CRB-27 

Cyclops CP 10-Z 
Daishi B Dire Wolf 
Daishi Prime Dire Wolf 
Dasher A Firemoth 
Dasher B Firemoth 
Defensive Formation 
Deploy Reinforcements 
Double-Time Offense 
Earthwerks Limited 
End Run 

Fanatical Leader 
Fenris B Ice Ferret 
Field Command Post 
Field Construction Site 
Firefly FFL-4B 


For the Chancellor! 
Gladiator D Executioner 
Grasshopper GHR-5J 
Guillotine GLT-3M 
Haakon Magnussen 
Hazardous Battle Zone 
Hermes HER-1S 
Hermes HER-3S 

Hip Shattered 
Hunchback HBK-5M 
Jenner JR7-K 

King Crab KGC-000 
Kintaro KTO-19 

Kintaro KTO-20 

Lance Diversion 

Lance Formation 
Lostech Cache 
Massive Battlefield Confusion 


Oda Hideyoshi 
Operations Liaison 
Orbital Bombardment 
Overrun 

Panther PNT-10K 
Pinpoint Air Strike 
Puma B Adder 

Puma D Adder 


Command-Operation 
Command 
Command-Unique-Steiner-Inner Sphere 


"Mech-Inner Sphere-Wolf's Dragoons, Slow 


"Mech-inner Sphere, Fast 
Command-Subterfuge-inner Sphere 
Mission 
Command 

"Mech-Clan-Omni, Moderate 
Command-Resource 
"Mech-Inner Sphere-Davion, Slow 
Mission-Marik-Inner Sphere 
Command-Operation 
Command-Resource-Clan-Wolf 
Mission-Inner Sphere 

‘Mech-Inner Sphere, Moderate 
Command-Subterfuge 

"Mech-Inner Sphere-Liao, Slow 

"Mech-inner Sphere, Moderate 
Command-Unique-Kurita-Inner Sphere 

"Mech-inner Sphere-Kurita, Moderate 

"Mech-Inner Sphere-Steiner, Moderate 


Command-Mercenary-Unique-Inner Sphere 


Mission 

"Mech-Inner Sphere-Kurita, Moderate 
"Mech-inner Sphere, Slow 
"Mech-Clan-Omni-Smoke Jaguar, Slow 
"Mech-Clan-Omni, Siow 
"Mech-Clan-Omni-Ghost Bear, Fast 
"Mech-Clan-Omni-Ghost Bear, Fast 
Mission 

Mission 

Command 
Command-Resource-Liao-inner Sphere 
Mission 

Command-Inner Sphere 
‘Mech-Clan-Omni-Wolf, Fast 
Command-Resource 
Command-Resource 

"Mech-Inner Sphere-Wolf's Dragoons, 
Moderate 

Mission-Liao-Inner Sphere 
"Mech-Clan-Omni-Ghost Bear, Slow 
"Mech-Inner Sphere, Slow 
"Mech-Inner Sphere-Marik, Slow 


Command-Unique-Rasathague-Inner Sphere 


Mission 
"Mech-Inner Sphere-Marik, Fast 
Mission 


‘Mech-Inner Sphere-Kurita, Fast 
‘Mech-inner Sphere, Slow 
‘Mech-inner Sphere, Moderate 
"Mech-inner Sphere, Moderate 
Mission-inner Sphere 

Mission-Inner Sphere 

Command-Resource-inner Sphere 

Mission 

Command-Resource 

Command 

Mission 

Command-Antillery-inner Sphere 

Mission 

Command-Unique-Kurita-inner Sphere 

» Command 

‘\Command-Operation-Clan 
Mission 


'Mech-inner Sphere-Kurita, Slow 
Command 

"Mech-Cian-Omni, Moderate 
"Mech-Cian-Omni, Moderate 


H 


Janet Hamlin R 
Doug Chaffee U 
Mike Jackson R 
Clint Langley R 
Doug Chaffee U 
Doug Chaffee U 
Christina Wald U 
Charles Gillespie R 
Clint Langley U 
Patrick Beel U 
Tom Baxa c 
Colin MacNeil R 
Dom! R 
Mark Poole c 
Zak Piucinski R 
Ted Naifeh R 
Doug Chaffee U 
Kevin McCann U 
Randy Gallegos =U 
Zina Saunders R 
Charles Gillespie R 
c 
R 
U 
Cc 
U 
R 
R 
R 
R 
c 
c 
U 
c 
c 
U 
c 
c 
c 
U 


72 Quick Salvage Operation 
73 Recon Pilot 

) 74 Report from the Norns 
75 Risky Combat Jump 

) 76 Ryan Steiner 
77 Ryoken B Stormcrow 
78 Ryoken C Stormcrow 


Command-Subterfuge-Steiner-Inner Sphere 
Mission 

Command-Unique-Steiner-Inner Sphere 
"Mech-Clan-Omni-Smoke Jaguar, Moderate 
"Mech-Clan-Omni-Ghost Bear, Moderate 
Command 

"Mech-Inner Sphere-Kurita, Moderate 
*Mech-inner Sphere, Fast 

Mission-Clan 

Mission-C 

Command 

Mission 

Command 

Command-Artillery-inner Sphere 
"Mech-Inner Sphere, Moderate Ted Naifeh 
Command-Artillery Mark Tedin 
Command-Unique-Rasalhague-Inner Sphere Jock 

Mission Mike Jackson 
"Mech-Clan-Omni-Jade Falcon, Moderate © Sam Wood 
Command-Unique-Clan-Wolf Dom! 
"Mech-Inner Sphere-Liao, Slow Mike Jackson 
Command Janine Johnston 
Mission-Inner Sphere Sam Wood 
"Mech-Inner Sphere-Liao, Slow Matthew Wilson 
Command-Unique-Clan-Wolf Liz Danforth 
‘Mech-Inner Sphere-Steiner, Moderate Matthew Wilson 


Zak Piucinski 
Jeff Laubenstein 
Liz Danforth 
Dom! 

Dom! 

Zak Plucinski 
Chippy 

Sam Wood 
Clint Langley 
Clint Langley 
Douglas Shuler 
Douglas Shuler 
David Seeley 
Michael Kimble 


) 79 Secured Drop Site 
Sentinel STL-3L 
Spider SOR-7M 
Star Diversion 

Star Formation 
Strafing Run 
Superior Navigation 
Tactical Nuke 

Thor Mobile Artillery 
Thorn THE-N 
Thumper Battery 
Tor Miraborg 
Trapped! 

Uller A Kit Fox 

Ulric Kerensky 
UrbanMech UM-R63 
Veteran Officer 
Vicious Kick 
Vindicator VND-3L 
Viad of the Wards 
Vulcan VT-5S 
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David Seeley 
Mike Raabe 
Doug Chaffee 
Kevin McCann 
Colin MacNeil 
Joel Biske 

Joel Biske 
Kelly Krantz 
Kelly Krantz 
Thomas Milliorn 
Patrick Beel 
Janet Aulisio 
Patrick Beel 
Ted Naifeh 
Douglas Shuler 
Chippy 

Pat Morrissey 
Lee M. Fields 
Jeff Laubenstein 
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_€ = Common 


R = Rare ? 


Ted Naifeh 
Doug Chaffee 
Sam Wood 

Sam Wood 

Zina Saunders 
Lee M. Fields 
David Seeley 
David Seeley 
David Seeley 
Kevin McCann 
Jock 

Randy Gallegos 
Jock 

Jock 

Thomas Milliom 
Thomas Million 
Janet Aulisio 
Joel Biske 
Janine Johnston 
Joel Biske 
Douglas Shuler 
Doug Chaffee 
Kevin McCann 
Zina Saunders 
Mark Tedin 

Tom Wanerstrand 
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THE veer g ve 

DCI \ ae af eS 
JUDGE th yy 
CERTIFICATION yo 
PROGRAM 

The Duelists’ Here are the facts: 
Convocation ee emer 1997, 
International” (DCI) ‘ sees co. cortined by tw Oct 
is looking to swear ies The new DCI judges will be tested and trained 


__ by the best. Then they'll hit the streets. Players will 


SO judges. get consistent rulings at all sanctioned tournaments. 


This will increase the Tournaments will gain credibility. Better attendance. 
accuracy of sanctioned Official backing. The works. DCI judges will have 

1 = full support from Wizards of the Coast, Inc. 
Magic: The Gathering® And, of course, the respect of millions. 
tournaments. For everyone. That's the deal. 


“> 


OF THE COAST" 


Call Wizards of the Coast® customer service at (206) 624-0933 or email <custserv@wizards.com> to get the inside scoop. 


Wizards OF THE Coast, Magic: The Gathering, and Duelists’ Convocation International are trademarks of Wizards of the Coast, Inc. ©1997 Wizards of the Coast, Inc. All rights reserved. 


Tough Winter 


$ we savor spring's fragrant air, let us pause to remember the friends 
who suffered this past winter: 

| which laid off fifteen employees 
st before Christmas and abandoned support of its Rage and Arcadia 
dgames; _, which sent two dozen workers Christmas pink slips, 
celed its Winter Fantasy gaming convention, shipped some prod- 
ucts late and canceled others, and has long been seeking a buyer; 
—— (OverPower, Star Trek: The Card Game), which 
continued the holiday tradition by laying off thirty workers, while 
Fleer’s owner, Marvel Entertainment Group, fired dozens more as it 
coped with a $600 million debt;and = SCs‘ city, 
Fantasy Adventures), which shut down in February. 

These are only the goriest examples; nearly every publisher bled 
this winter. Gaming has seen a few slumps over the years, but nothing 
like this brutality. Reasons are many: TSR and White Wolf took big 
losses in their bookstore sales, due to a miserable season in book pub- 
lishing. After several years of bad management, Marvel got hit by the 
latest collapse of the comic-book speculators’ market. Within the 
hobby, many distributors and retailers have focused on high turnover 
of proven sellers, and the market has consequently shrunk. And net- 
worked computer games like Diad/o are now as good or better than 
primeval, hack-and-slash roleplaying. 

So, is it “Chicken Little” time? Hardly. Think of this winter rather 
as a return to sanity. After two years of financial euphoria during 
which display boxes were purc as investments, “customers are 
now buying the games that they have fun playing,” said Daniel Lan- 
ders of Five Rings Publishing, maker of the thriving Legend of the 
Five Rings. And crassly opportunistic 
publishers have left the field, leaving it 
to those who love it. 

Several newcomers arrived on the 
scene hoping to make a killing, didn’t, 
and yet have remained. They now live 
the monastic but (sometimes) fulfilling 
life of the small publisher. Author and 
designer Michael Stackpole compares 
the gaming community to China: 
“Lots of invaders conquered China 
over the centuries, but they all ended 
up Chinese.” In a time of general bad 
news, this gives hope for the field’s 
long-term health. = 
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UPDATES 


ark Age (FPG, Pittsburgh, PA): 
At press time, scheduled releases 
(The Brood, Hive Invasion) were on 
hold pending talks with a new 
investor. FPG’s Luke Peterschmidt said the 
Dark Age roleplaying game “definitely will hap- 
pen,” and FPG plans to be in the gaming 
industry for a long time. <fpgqna@aol.com> 


© Doomtrooper (Heartbreaker, Folsom, 
PA): In March Heartbreaker published a new 
trading card game, Bryan Winter's Dark Eden, 
based on the same Mutant Chronicles RPG that 
inspired Doomtrooper. Dark Eden (sixty-card 
starters, $8.95; fifteen-card boosters, $2.95) is 
set in the future on the devastated Earth that 
Doomtrooper'’s megacorps left behind. Players 
gain resources, marshall armies, and defend 
their lands in a tactical wargame-style conflict. 
Though the two games are not compatible, 
April’s 100-plus card Doomtrooper expansion, 
Paradise Lost (also by Winter) adapts some of 
Eden’s characters and features (fifteen-card 
boosters, $2.99). 

“It’s a whole new world for Doomtrooper, 
more primitive and brutal,” said Heartbreaker’s 
Bob Watts. Another expansion, Ragnarok, is 
planned for August, as is an Eden expansion 
called Exodus. A Mortificator CD-ROM game 
should be out soon as well. Doomtrooper is 
selling well in sixteen foreign translations. 
<hrtbrkr000 @ aol.com> 


S&S Dune (Last Unicorn Games, Harrisburg, 
PA/Five Rings Publishing Group, Bellevue, 
WA): The release date has slipped to July for 
this trading card game based on Frank Her- 
bert’s science fiction series (see last issue’s 
“Reports on Trading Card Games”). Players 
create their own minor Houses in the galactic 
Landsraad, then ally with one of the six major 
Imperial powers. Play occurs both on the play- 
ers’ homeworlds and on Arrakis (Dune). Turns 
include Landsraad and CHOAM phases, and 
players negotiate their playing order each turn. 
Price changes in the spice economy affect the 
cost of playing cards. As in Five Rings’ Legend 


oy Allen Varney <APVarney@aol.com> 
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[continued from page 77] 

of the Five Rings, there are multiple victory 
conditions. An impressive roster of artists 
includes David Cherry, Larry Elmore, Fred 
Fields, comics artist Val Mayerik, Mark 
Poole, Lawrence Snelly, Walter Velez, and 
many more. <|5r@ frpg.com> 


®& Kult (Heartbreaker): Fortunately, 
reports of Kult’s death were exaggerated. 
Bryan Winter's long-delayed Inferno 
expansion (125 cards, fifteen-card boost- 
ers, $2.99) is scheduled for April. 


5S Legend of the Five Rings (Five 
Rings Publishing): The Crimson & Jade 
expansion brings two new starter decks for 
the Mantis Clan (actually a band of minor 
mercenary clans) and the Monks, followers 
of the ancient monk who educated the first 
Emperor of Rokugan. Sold in sixty-card 
starters ($7.95) and eleven-card boosters 
($1.95), Crimson & Jade should be out now, 
along with the L5SR roleplaying game. The 
Imperial Legion fan club now has over 
2,000 members. August's Time of the Void 
expansion concluded the game's first story 
arc, but another L5R product series will 
debut soon thereafter. <I5r@ frpg.com>; 
<www.frpg.com> 


® Middle-Earth: The Wizards (Iron 
Crown Enterprises, Charlottesville, VA): 
The stand-alone compatible game Lidless 
Eye, by Coleman Charlton and Mike 
Reynolds, will appear in May. More than 
350 cards are included in the basic game's 
format (seventy-six-card starters, $9.95; 
fifteen-card boosters, $2.95), Eye lets play- 
ers play Sauron or the nine Nazgul. Play 
emphasizes recruiting factions of orcs, 
trolls, and men, as well as covert missions 
against the Free Peoples. The set also fea- 
tures more rings, which Sauron tries to 
gather. Lidless Eye's Sites and Resources 
work only for Sauron’s side, but the set’s 
Hazards are usable by any player. This 
August (maybe) a 120- to 150-card expan- 
sion for Eye, still untitled, will introduce 
“hero resources” that augment play 
between Wizards and Nazgul. The next 
expansion, The White Hand, may appear by 
the end of 1997 <ice@ironcrown.com>; 
<www.ironcrown.com> 


© Mythos (Chaosium, Oakland, CA): A 
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May expansion, Mythos Now, covers the 
modern-day settings and items seen in the 
Cthulhu Now roleplaying supplement. 
<mythosccg @ aol.com>; <www.chaosium.com> 


© Star Trek: Customizable Card 
Game (Decipher, Norfolk, VA): A First 
Contact expansion, based on the recent 
Trek movie, appears in July (fifteen-card 
boosters, $3). Decipher should now be 


York City):The publisher of the licensed 
Magic novels moves into gaming with this 
lar Fox film series. The fearsome Aliens first 
Fie sien pra te eel 
lowed, plus two Satin nels and an Atari 
Jaguar videogame. The Aliens hit paper gam- 
ing in an over-complicated 1992 RPG by 
good hunting here until now. In Aliens 
Predator, designed by the Precedence 
design house (Gridiron), two or three 
players become Aliens, Predators, or space 
marines.Aliens want to spread and breed, 
Predators are hunting trophies, and the 
hapless marines try to rescue civilians and 
stop the Alien menace. Cards are illustrated 
with stills from the movies. 

A 330-plus card set sold in sixty-card 
starters ($8.95) and |5-card boosters ($2.95), 
Aliens Predator appears in early July to 
coincide with the August release of Aliens 
Resurrection, starring Sigourney Weaver and 
Winona Ryder. However, the game will 

include no stills from that film, which is set 
two centuries after its precursors. 


r (HarperPrism): Clive Barker's 
manmoth 1991 dark nay novel spires 
Eutiiieone clive Denwietiiitie ine. 
jica, cut off from the other four realms. 
Every two centuries brings a chance for a 
Reconciliation that can reunite Earth with 
the rest. In the game, as in the book, the 

: hs ora taeoealae mere alana 
aeacucaiat, securing one site in each 
Dominion, or all five in a single Dominion. 
Harper's Mike Campbell calls it ‘a complex 

_ fantasy game like Magic.” Imajica has a set 
size of about 350 cards, sold in two-player, 
100-card starter sets ($15) and 15-card 
boosters ($2.50). Release date is early July. 


shipping Star Trek Anthology gift boxes, 
similar to last Christmas’s Magic Mu/ti- 
verse box. Each Anthology box includes two 
Beta-edition starters and two boosters each 
from Beta, Alternate Universe, and Q Con- 
tinuum, plus six new white-bordered pre- 
view cards. Price was not set at press time. 
A small card set targeted at collectors, The 
Fajo Collection (named for the twisted col- 
lector from a Trek episode), will appear this 
summer. Holodeck Adventures is scheduled 
for winter. Next year will bring expansions 
based on Deep Space 9 and Voyager. 
<DCustServe @ decipher.com>;<www.decipher.com> 


® Star Wars: Customizable Card 
Game (Decipher): The 180-card 
Dagobah expansion should be out now 
(nine-card boosters, $2.50). Responding 
to consumer requests, Decipher made 
the set easier to collect—all rares are 
now equally rare. In spring or summer 
expect a Star Wars Anthology gift box 
with two starter decks, two New Hope 
and two Hoth boosters, and six white- 
bordered preview cards. This July, Cloud 
City will offer cards drawn from the 
final third of The Empire Strikes Back. In 
late fall, a Special Edition expansion will 
offer new cards drawn primarily from 
the new scenes added to the recent re- 
release of all three movies. Next year will 
bring three expansions based on Return 
of the Jedi.<DCustServe @ decipher.com>; 
<www.decipher.com> 


© X-Files (NXT Games/U.S. Playing 
Cards, Cincinnati, OH): The game's sec- 
ond eighty-million-card printing is due in 
late April. Ten new ultra-rares and twenty 
rares replace their first-edition equivalents. 
In early July, the first expansion (still unti- 
tled) will bring 125 cards drawn from the 
show's third season: new, cheaper agents 
and many high-bonus witnesses. X-Files is 
designed by Ron Kent and Andy Grau- 
mann. Late this year, a second expansion 
will introduce a new suit. NXT’s football 


card game, Red Zone, has found a new 


“strategic partner” to fund an August re- 
release: Coca-Cola” <nxtgames@aol.com>; 
<www.nxtgames.com> 
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PRODUCT 
INFORMATION 


Duelist advertisers are your best 
source for information about their 
products and services. To get more 
information about any product or 
service, simply tear out the card, 
circle the number on the card that 
corresponds with the advertise- 
ment, stamp it, and drop it in the 
mail. Best of all, it’s free. So start 
gathering the information you 
want and need to stay on top of 
your game! 


For information about advertising in 
The Duelist and participating in the 
reader service program, contact: 


DUELISy 


P.O. Box 707 * Renton, WA 98057-0707 
Tel: (206) 204-7262 Fax: (206) 204-5928 


To subscribe, call 
Mon-Fri, 8:30-5:00 (PST) 


(800) 395-7760 


Coast is a registered trademark. The Duelist is a trademark of Wizards of the Coast, Inc. 


Advertiser Index 


AD 
CODE ADVERTISER 


4CD’s (4CD’s) 

Anvil of Despair™/Legend of the Five Rings™...23 
(Five Rings Publishing) 
BattleTech*/Counterstrike™ (WotC) 

BenCon 97 


Classic Series (WotC) 
CompuServe” 

Deck Protector™ (Rembrandt) 
Dractus Publishing 

Dragon Dice™ (TSR) 
Dreamers 


Duelist Booster Program 

Emerald Edition™/Legend of the Five Rings .. IBC 
(Five Rings Publishing) 

Emperor of the Fading Suns™ (SegaSoft) 

Fallout™ (Interplay) 

Games Galore 

Grand Prix Circuit (WotC) 

Hansen's Hobbies 


Infinity 

International Merchandise (WotC) 

) & M Enterprises 

Judges Certification (WotC) 

Legend of the Five Rings Contest 

(Five Rings Publishing) 

Lands of Lore™ (Westwood Studios) 

Magic: The Gathering® CD ROM™ Contest 
Magic Source i 
Magic: The Gathering CD ROM (MicroProse®) ...5 
Major League Entertainment 
MCI™ (WotC) 

Middle Earth: The Lidless Eye™ 
(Iron Crown Enterprises) 

National Collector 

Neutral Ground 

Paul & Judy's 

Pro Tour™—NY (WotC) 

Psychic Purge 

PT Qualifier-NY (WotC) 

Regional Champs (WotC) 

Role Playing (TSR) 

Star Trek™ (Decipher*) 

The Armory 

The Games Keeper (PKK Products) 
Thunder & Lightning 

Troll & Toad 

Weatherlight™ (WotC) 
Weatherlight Contest (WotC) 


DUELISy | 


Do us a favor... 

and you could win a 

copy of the Magic: The 
Gathering Official 
Encylopedia! 


cards from Alpha to Alliances. To enter, 
mail the survey (or a photocopy of it) 

to: The Duelist, P.O. Box 707, Renton, 
WA 98057. 
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Concerning Console Video Units a 


Which entertainment pry do you own/plan to shat (check all that apply) 
— 


oa en Boy oa 
} Sony PlayStation {) _) Nintendo 64 (JC SNES 
= eden CC Sega Genesis (00 None 


A New Gaming Magazine 

What is your level of interest in a magazine covering non-Magic 
Wizards of the Coast TCGs (i.e. BattleTech, Netrunner, V:TES), competitor 
TCGs and online gaming? 


Extremely Interested Not At All interested 
SC: — 4 Shi 2-10) 
Why? Why not? 


If you are interested, would you buy this magazine: 


Rate Our Magazine (Seexcellent,I=terrible) =) instead of The Duelist CO Im addition to The Duelist 
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e’ve been waiting a long time 
for the Magic: The Gath- 
ering computer game from 
MicroProse to hit the shelves. 
The original version was opti- 
mistically scheduled for the 
summer of 1994. Delay fol- 
lowed delay, and eventually 
the company scrapped the 
entire DOS version and 
started over, writing for 
Windows 95. The rules for 
Magic are always evolving, 
and the MicroProse program- 
mers had to race to keep up. 
But at last it’s out, and it’s 
worth the wait. 

In MicroProse Magic: 
The Gathering, you take 
on the role of a budding 
apprentice wizard in the land 
of Shandalar. You find out 
that the five wizards who 
rule the land are trying to 
cast the Spell of Dominion. 
What the wizards don’t 
realize is that the spell 
will invite in a big, evil 
planeswalker to terrorize the 
countryside and wreak all 
sorts of havoc. 

Your course is clear: you 
must build up your power 
enough to challenge and 
defeat each of the five wiz- 
ards before they manage to 
complete the spell. The game 
doesn’t cover what happens 
after that. You can assume 
that everyone lives happily 
ever after, or that you get to 
terrorize the countryside and 
wreak havoc yourself, 
whichever you prefer. 


THE DUELIST 


by Beth Moursund 


When you start the 
game, you pick a color and one of four 
difficulty levels, ranging from appren- 
tice to wizard. Both of these factors 
influence the initial selection of cards 
you receive. On apprentice level, you 
get a monocolor thirty-card deck with 
a fairly playable assortment of crea- 
tures, enchantments, and artifacts. On 
wizard level, you start with forty-five 
cards, and about a third of your col- 
ored spells are the color you picked. 
The rest, though, will be random, and 


Select Difficulty Level 


Se 


Apprentice 


Magician 


Sorcerer 


you are subject to the standard forty- 
card minimum deck restriction. 

No matter what level you're play- 
ing, the first thing you'll want to do is 
run for the nearest village. There you 
can edit your deck, sell or sideboard 
any cards you don’t want at the 
moment, and even purchase a new 
card if any cards are for sale. Once 
your deck is fine tuned (which may 
not be saying much, especially if 
you're playing on wizard level!), you 
can wander the countryside looking 
for someone to duel. Finding oppo- 
nents won't be a problem; all sorts of 
people and monsters work for the five 
wizards, and they'll challenge anyone 


they catch entering their territories. 

If youd prefer a bit more direction, 
the villagers will be happy to send you 
on a quest. This usually consists of 
either defeating a specific creature 
who's been lurking around the village 
causing trouble, or delivering a mes- 
sage to some location—which, of 
course, means facing challenges from 
creatures whose territories you cross 
along the way. Completing quests 
earns you either cards, magical 
amulets, or additional life. 

Whichever option you choose, it 
won't be long before you find yourself — 
face-to-face with an opponent, ready | 
to begin your first duel. All duels in 
Shandalar are for ante. This adds a | 
degree of intensity, as you can’t just — 
walk down to the game store and buy 
another booster when you lose cards. 

Each of the creatures you will 
encounter plays a theme deck of one 
sort or another. The druid, for exam- 
ple, plays a green creature horde; the 
sea drake uses all sorts of water- 
dwelling creatures; the goblin warlord 
plays a goblin deck; and so on. Your 
motley-starting deck may seem hope- 
less when matched against a theme 
deck. However, the first creatures you 
encounter will likely start with a life 
total of only 4 or 6, as compared to 
your 10 (see sidebar). This will usually 
be enough of an advantage to let you 
squeak out a victory. If you win the 


CHASED BY A SORCERESS NEAR THE RED CASTLE 


duel, not only do you get to keep your 
opponent’s ante card, but you may 
also receive bonus cards. 

As you win duels and complete 
quests, you will build up your card 
supply and gradually improve your 
deck. Unnecessary cards can be sold, 
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DECKBUILDING WITH ASTRAL CARDS 


giving you gold to buy other cards 
(not to mention food). Once you're 
reasonably set, you can start asking 
defeated opponents for dungeon clues 
instead of cards. 


Dun- 
geons are spotted around the land- 
scape, as well as the five wizards’ 
castles. The dungeons won't be visible 
at first. You must acquire clues by 
winning duels to make them appear 
on your screen. Once they become 
visible, you can walk into them just as 
you enter a village. The castles are vis- 
ible from the start, but entering them 
early in the game is a bad idea. 

Each dungeon has one or more 
out-of-print “spoiler” cards hidden 
somewhere, ranging from biggies like 
Black Lotus and Time Walk, to less 
abusive cards like Copy Artifact and 
Feldon’s Cane. And the dungeons all 
have special conditions that apply to 
duels fought inside. Your opponents 
might start with a particular card in 
play, for example, or your life total at 
the end of each duel might carry over 
to the next. You can find out what 
these conditions will be in advance by 
asking for dungeon clues when you 
win a duel. You should tune your deck 
accordingly, as you only get one shot 
at each dungeon. If you lose a duel or 
leave, the dungeon vanishes, reap- 
pearing somewhere else on the conti- 
nent with more monsters added. 

The wizards’ castles look just like 
dungeons on the inside, and adhere to 
the same conditions associated with 
dungeons. Unlike the dungeons, how- 
ever, your objective in a castle is to 
find and defeat the wizard who lives 
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there. When you defeat a wizard, 
you get your choice of three spells 
from his or her horde, and the wiz- 
ard is permanently driven away (so 
no more monsters of that color will 
be popping up outside to pester 
you). If you lose a duel or flee a cas- 
tle, the castle doesn’t vanish. You 
can come back later and try it 


again. 


A PREDUEL SCREEN PREPARES YOU FOR BATTLE 


After you defeat the five wizards, 
you have to duel the big-bad dude 
himself. He’s unbeatable, but each 
point of damage you manage to inflict 
lengthens the time before he can 
bother anyone again. 


In addition 
to the Shandalar setting, the Micro- 
Prose game also includes a stand- 
alone version of the deck builder, in 
which you can build any deck you 
wish from cards the computer knows. 
You can then play against the com- 
puter, using any of the built-in decks 
or the decks you constructed yourself. 
You can't play against other humans 
yet, but MicroProse is planning to add 
an upgrade that will allow you to duel 
other people over a modem connec- 
tion, or across the Internet. 


GAME OVER 
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Differences 
in Play 


Duels within Shandalar have a few significant 
differences from real-world play: 


The initial release of the MicroProse game includes 
only Fourth Edition and the Astral expansion (a 
dozen cards created just for the computer), plus all 
the cards on an old version of the Classic Restricted 
List. Later expansions will add the rest of the cards. 


Each creature has a different starting life. At appren- 
tice levels, life totals range from 4 for feeble crea- 
tures, like the druid and sorceress, and up to 18 for 
the various dragons. The wizards start with a 30 life 
total, but lose | life each time you defeat one of their 
creatures until they’re down to 20. You start with a 
life total of only 10, but can raise this number by 
completing quests. On harder levels, you still start 
with a life total of 10, but your opponents’ starting 
life totals increase. 


Some creatures have special abilities that give them 
advantages in a duel. The fungus master, for example, 
often starts with a Wall of Wood in play. Also, when 
you win a duel, you'll sometimes be given an advan- 
tage or disadvantage for your next duel. Possibilities 
include starting with a particular card in play, extra 
(or less) life, and automatic choice of whether to go 
first. 


The computer enforces all the rules and can’t be dis- 
puted. The programmers at MicroProse worked closely 
with WotC’s R&D team to make sure that everything 
follows the latest rules and rulings. So if a card in the 
computer version doesn’t work the way you're used to 
playing it, it most likely means that you’ve been play- 
ing it wrong. 


The computer also takes care of the shuffling and all 
random choices. If you use “special” shuffles (a.k.a. 
cheats) in your real-world play to avoid mana clumps, 
you’ll have to learn to cope with the variability of a 
well-shuffled deck. And tricks like watching to see 
where a player puts a newly drawn card in his or her 
hand, then picking that one when your Hypnotic 
Specter attacks, won’t work here either. 


Beth Moursund is the author of Sybex's The Official Magic: 
The Gathering Strategies and Secrets for the CD-ROM 
game, as well as innumerable pieces about Magic, the card 
game it’s based on. 
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hen Decipher released this 
latest expansion set to Star 

rek: The Next Generation: 
The Customizable Card 
Game, we out and 
bought ourselves a_ portion 
appropriate to our status as ST: TNG: 
CCG players and general Trek aficiona- 
dos (in other words, a lot). So when we 
found there were NO RULES included 


to tell us how to play, we were...irritated, 


raced 


to say the least. Yes, it’s an industry 
norm, but norm’s a jerk. [Author's Note 
to the industry: the practice of 


It was well worth the wait. Decipher 
has addressed some of the inevitable, 
inherent problems of an expanding card 
universe while adding significantly to 
game action. With Q-continuum, players 
add two new side decks to their usual 60- 
card play deck: Q's Tent, a reserve deck to 
feed into a player's hand, and Q Contin- 
uum, a stack of bad news (and worse 
jokes) for your opponent. The booster 
packs also come with some great new per- 
sonnel, events, and such to beef up your 
regular deck, especially for the Neutral 

affiliation. The big news, 


one (or less) set of rules per STAR TREK. however, is the massive 


POP must be stamped out 

once and for all. Expansion sets routinely 
add to or completely alter game 
rules...what’s the sense in keeping the 
changes from us?] So, while we puzzled 
over how to use the new cards, we busied 


ourselves admiring them—stills of 


ST:TNG’s fabulous special effects, some 
very clever integration of plot details into 
card text, and all the otherwise forget- 
table one-shot guest stars who have 
finally achieved Trek 
(Michele Philips gets her own card? 


immortality 


Find whoever said “Make it so,” to this 
suggestion and break out the Klingon 
Pain Sticks). 

As satisfying as it was to drink in every 
detail of the cards themselves, it was 
really no substitute for actually playing 
the game; by the time our Internet-con- 
nected Trek buddies rescued us by 
pulling the rules off of Decipher’s web- 
site, we were seriously jonesing to play. 
After an entire evening devoted to argu- 
ing about the rules, wording, and a sec- 
ond evening spent assembling the decks 
(don’t laugh...we're dedicated people), 
we finally entered The Q Continuum. 


gameplay enhancement 

provided by the introduction of Q’s side 
decks. 

In the Next Generation universe, Q is 
a manifestation of an omnipotent col- 
lective intelligence. Though he can liter- 
ally do anything, he is given to childish 
pranks, lowbrow humor, and pseudo-_— 
metaphysical “tests” of the human race 
with little regard for the consequences of 
his actions. Decipher has seamlessly 
integrated the game effect of this 
naughty but nonetheless dangerous 
superbeing into the Basic Set. What's 
more, they have dramatically increased 
the scope of things that can happen dur- 
ing a given game, and made it extraordi- 
narily attractive and easy for players to 
explore their new options. 


More Cards, More Fun 

So far, TNG:CCG players have noticed 
that as more cards are issued, decks 
become less predictable. Very specific 
defense cards, like Klingon Right of 
Vengeance (revenge after Klingon death 
in Away Team battles only) or Counter- 
manda (nullifies Telepathic Kidnappers, 
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Res-Q or Palor Toff only), are harder to 
justify with a limited deck size. While 
half the fun has always been guessing 
what kind of trouble your opponent is 
packing for you, it’s also been half the 
game. If you guess wrong, it’s easy to 
wind up with a handful of dormant 
defense cards. Q’s Tent 
addresses this problem by allowing you 
to put thirteen extra cards on reserve, to 
be accessed during the game. You know 
what’s in the Tent, and you decide when 
and how to go digging; you simply build 
your main deck with at least two Q's 
Tent cards (one for the right to make 
this side deck at all, and another for 
each time you want to access it). When 
drawn, you can either discard Q’s Tent 
to pick a specific card from the reserve 
thirteen, or you can play it on top of 
your main deck and then take your 
draws from the side deck. It’s a great 
place to stock the “nice but not neces- 
sary” cards, or to plant heavy hitters you 
want to be sure of drawing (like The 
Traveler: Transcendence, which doubles 
your draw), or even to stash your 
favorite two-card combo for quick 
retrieval when you've got your opponent 
on the ropes. If you've ever snarled at 
finding your Red Alert card (which 
allows you to play as many Personnel, 
Ship, and Equipment cards as you can 
during your turn) on the bottom of the 
draw deck, you will find Q’s Tent a 
handy hangout. Magic players, i imagine | 
if you could access your sideboard dur- 
ing a match, even take specific cards 
from it into your hand, and you have 
some idea of the major change in game- 
play that Q’s Tent brings about. 

The second side deck, the Q-Contin- 
uum, operates on the principle, “more 
trouble, more fun.” Now instead of just 
a few dilemmas to encounter under each 
mission, you can seed a Q-Flash card 
and force your opponent through a 
gauntlet of Q-inspired nasty tricks. 
Once encountered, the Q-Flash forces 
your opponent to deal with one card 
from your Q Continuum side deck f 


directly 


each crew member on the mission. 
Action, Action, Action—your officers 
are turned into dogs, your away team is 
sent to a cosmic Penalty Box, your Wes- 
ley Crusher is killed by a card called 
Wesley Gets the Point (we love that)... 
Q may even decide to add a planet to 
your time/space continuum. Any one of © 
the Continuum cards can spank your 
opponent’s Away Team and send them 
home crying without rr a 
the larger the Team, the more likely that 
one of your Continuum cards will score. 
Heaping problems on top of each other 
can get confusing, but this becomes 
large part of the fun.. Parallax Acguelll™ 
even gives you points for arguing about 
it (see? we told you not to laugh)! 

The power of Q is complicated and 
whimsical, and sometimes even a little 


Space Nine, and the Trek movies. If you 
are webless, it’s a little bit tougher... 
assuming your web friends aren't as 
generous as ours, you may have to beg 
for a copy of the rules at your local 
gaming store. 

There’s a lot to like in this set: excit- 
ing new cards, funny jokes, and a whole 
new way of playing the game that adds 
complexity without slowing it down. As 
you explore the new game mechanics, 
don’t forget to stop and admire the Mr. 
Homm card, the Barber Pole, and 
Galen (Avast, me hearties, it’s Pirate 
Picard! He's Neutral, and so only plays 
with the Federation if you want him 
to!). Q Continuum is a solid, worth= 
while expansion that will appeal to col- 
lectors, gamers, and Trek fans in 
general. Q’s Tent is truly big enough for 


stupid. Players may roll their eyes when everyone. B 


reading cards like Tijuana Crass, or Dr. 

Q Medicine Entity, but that’s exactly 
the reaction a lot of us have to both Q. 
the character and the actor who plays 
him (John de Lancie), so we find it 
oddly appropriate. Some cards fall flat, 
but once you get used to the enormous 
card advantage provided by the new Q. 
side decks, it’s fairly easy to weed out 
the weaklings according to your own 
style of play. 

In fairness to Decipher, they are 
aware of the problems caused by not 
including the rules, so they have pre- 
pared an alternative. If you find your- 
self in need of the rules to refer to while 
you get your Q legs, email Decipher 
at <EmailBack@decipher.com> with 
QCRULES in the subject field. Or hit 
their web site, <www.decipher.com>, 
and find some very helpful FAQs, info 
about the new two-player game, and 
fabulous news about the Paramount/ 
Decipher agreement which will allow 
for new cards based on Voyager, Deep 


Jon Hoch dO and Erin McGaughan only stop 
watching, playing, and thinking Star Trek 
long enough to delight Seattle’ theatergoing 
audiences with their thespianic prowess fifty- 
one weekends a year. Any time left over after 
that is gravy. 
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Put your Magic 
skill to the test 
on your PC... 


The Situation: You are dueling the computer's artificial intelligence in a game of 
Magic: The Gathering® for the PC. Thus far, you have not fared well. Within the next 
few turns, you will die if you don't do something drastic. You know your computer 
opponent has no cards available. but its Cursed-Lands are taking their toll on you. 


The Objective: Defeat the computer by the end of your turn to end this duel once 
and for all! 


To Participate: You will need the Magic: The Gathering for the PC game from 
MicroProse. Windows 95. Internet access, and the “save-game’ file which recreates 


the scenario described above. In order to download the file. contact No purchase required. Enter as many times as you like. Mail in 
j ‘ j each entry separately to MicroProse/The Duelist Cursed Lands 
www.microprose.com/magic/contest on the World Wide Web, and download the Contest to The Duelist, P.O. Box 707 Renton, WA 98057-0707 or 
file named “duelist.svg" to your hard drive. Place the file in the email at contest@ wizards.com. é 
"Magic/Program/SaveGame’ folder and start a Magic duel. Click on the “Load saved No mechanical reproductions of completed forms will be accept- 
* in th . ial b | he “dueli * fil d click th ed, but you may submit a photocopy. All entries must be received by 
game’ button in the opening dialog box. select the “duelist.svg’ file. and click the July 31, 1997. Winners will be selected in a random drawing from all 


“Open” button. Then all you have to do is defeat the computer before Cursed Lands _ eligible entries by The Duelist by August 31, 1997, and will be noti- 


finish you off! You may either mail your solution using the form below. or send it in “ane Samal wilt op ron an eye F chatble antes 


an email to contest@wizards.com. received. Grand prize approximate retail value is $350, first prize is 
3 $125 and second is $25. Prizes are not exchangeable, transferable, 
The Prizes! or redeemable for cash. No substitutions will be allowed should fea- 
1 . : . 2 a . - . y tured prizes become unavailable, except at the option of The Duelist. 
| One Grand Prize ($350 retail value): Five First Prizes ($ 125 retail value): — Applicable tébcad aiid fone What? réaponsbility ol the. wiinete. Non- 
-MicroProse Magic: The Gathering -Choice of one of MicroProse’s hits: Magic: The compliance of time parameters or return of any prize or prize notifi- 
. : cation as undeliverable will result in disqualification. 

| for the PC game Gathering for the PC game. Civilization II, Master Contest Oflu to residents ff U.S. tegceprFivode istend)/ahd 
| - Civilization II of Orion II or Grand Prix II Canada (except Quebec). Contest is not open to employees of The 
" sei, Duelist or its affiliates and family members. Contest is subject to fed- 
Master of Orion II Ten Visions boosters ‘ eral, state, local and provincial regulations and is void where prohib- 
-Grand Prix II -Call from the Grave T-shirt ited or restricted by law. Winner's entry and acceptance of prize con- 
Box of Visions” boosters MicroProse bag of gaming stones ee ear ecents “ot Eee perience 
% J “ is i , pay’ . name, 
Call from the Grave T-shirt -Year's subscription to The Duelist photograph, or other likeness for purposes of advertising and/or pro- 
| -MicroProse bag of gaming stones Twenty-five Second Prizes ($25 retail value): Minced 4 “a and apne a Mia iyo oe is " ay 

| 3 : : ‘ manner liable for any warranty, r , OF guar expr 
~Year's subscription to The Duelist@ -Call from thé Grave T-shirt or implied, in fact my in sv ralainee 10 any eke a warfanty that 
Two Visions boosters material contained in entry is original, public domain, The Duelist- or 
| affiliate-owned, or used with the unlimited consent of the owner and 
1 ' - ‘ 4 that it does not infringe on the rights of any other person or entity; 
Mail this form or a photocopy to: Oe nies The Duelist Cursed Lands Contest and agreement to fully indemnify The Duelist and its affiliates for all 
| a ee a ee A ae 707 claims arising out of a breach of the warranty; and a full, unlimited, 

s ine: is x 


exclusive transfer of any and all rights in entry. To receive prize, win- 


Renton, WA 98057-0707 ner may be required to sign waiver and release. The Duelist and its 


Name — ™ affiliates are not responsible for illegible, incomplete, late, misdirect- 

Address ed, lost, or postage-due entries, The Duelisfs decision is final with 
respect to all matters relating to this contest. 

City State - Zip For names of prize winners, send stamped, self-addressed enve- 

email c ¥ lope to MircoProse/The Duelist Cursed Land Contest Winners, The ~ 

First prize choice: Duelist, P.O. Box 707, Renton, WA U.S.A. 98057-0707. 


> Master of Orion II > Civilization IT =O Grand Prix I > Magic: The Gathering for the PC game 
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Five Rings Publishing Group 


In the Arms 
of Despair ... 


ith the release of Anvil of Despair, the epic saga of Rokugan continues, and 
players of Legend of the Five Rings find themselves with a whole new arse- 
nal of weapons with which to arm their clans and expand their influence 
As with previous releases, Anvil of Despair has changed the way the Clans 
do battle. Shadowlands introduced us to the Naga and Scorpion clans, while 
Forbidden Knowledge unleashed the powers of the Shugenja in new ways. 
With Anvil, Yogo Junzo’s Army and Toturi’s Army enter the fray. With so many com- 
batants, clans, and methods of achieving victory, it’s easy to lose track of the new secrets 


and powers unveiled in Anvil. 


Age of Enlightenment. One of the 


biggest changes brought on by Anvil of 


Despair is the increased potential for an 
Enlightenment win. One of the most dif- 
ficult methods of gaining 
Enlightenment requires the player to 
draw all five Elemental Rings and meet 
the stringent requirements for bringing 


victory, 


them into play. However, several cards 
from Anvil increase your odds of achiev- 
ing this most difficult of victories. 

The new Elemental items, all of which 
have a cost of 6 Gold and 3 Focus, give 
you alternate conditions for bringing the 
Rings into play. For example, you can 
place Mantle of Fire on one of your Per- 
sonalities; if that Personality wins a duel, 
you can immediately play the Ring of 
Fire. A Personality with Candle of the 
Void simply needs to remain bowed for 
three turns to allow you to bring out the 
Ring of Void. These reduced require- 
ments rapidly increase the speed with 
which Rings can be brought into play. 

Another obstacle to attaining an 
Enlightenment win is the fact that all 
five Rings must be accessible. For this, 
the Personality Yodin is 
extremely helpful. After you 
have put a Ring into play, you 
can bow the 0/3 Yodin as a 
Reaction, retrieve another Ring 
from your deck, and put it into 
your hand. This effectively allows 


you to play a single Ring, determine 
which Ring’s conditions are most likely 
to be fulfilled next, and then bring that 
Ring into your hand. 

Follow Me. One of the other big 
changes brought on by Anvil of Despair is 
the emphasis on Followers. Previously, 
armies composed of Personalities alone 
could be expected to handle combat 
duties without too much assistance. Sey- 
eral Anvil cards force you to rethink the 
strategic viability of this tactic. 

For example, Refugees (0 Gold, 2 
Focus) allows you to send attacking Per- 
sonalities back if they have no Followers. 
While the controller of the Personalities 
has the option to pay 1 Gold as a Reac- 
tion to add a 1 Force Ashigaru Follower, 
this is hardly compensation if the Per- 
sonalities are not allowed to have Follow- 
ers. Used on Otaku Kamoko or the Ogre 
Bushi, for example, Refugees becomes a 
cheap way to blunt the attack. Used 
alongside something like Those Who 
Stand Alone (a Battle Action that causes 
all Personalities without Followers to lose 
1 Force), you can seriously 
slow down an opponent who 
relies too heavily on powerful 
Personalities and not enough 
on Followers. 

Evil Evil Evil. As with 
almost any CCG expansion, 
Anvil of Despair has some 


150-card expansion set; 15-card 
boosters. For two or more players; 
playing time 30-60 minutes. 


David Williams 


Matt Wilson 


FRPG 

1409 140th Place NE, #105 
Bellevue, WA 98007 

website <http://www.frpg.com> 


cards that may seem innocuous at first, 
but can completely alter the course of a 
game. One of these is Yogo Jinzo’s 
Stronghold, which is included with all 
Yogo Jinzo decks and reduces the cost of 
Shadowlands creatures, as well as render- 
ing your cards immune to Fear. Honor 
ceases to be a factor, as you will no longer 
be gaining or losing it. The reduced cost 
of Shadowlands creatures is where the 
Stronghold becomes truly frightening: 
with a decent draw it now becomes possi- 
ble to bring out 15 Force units of Shadow- 
Jands critters on the first turn, which will 
send the average opponent into hysterics. 
With Experience Comes... The 
more-experienced versions of familiar 
Personalities in Anvil prove their worth 
in many ways, both with the older expan- 
sions and with Anvil itself. Tagashi 
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Yokuni Experienced, for example, 
is a Samurai Shugenja that also 
happens to be the only playable 
Clan Champion from the School 
of Wizardry. With Tagashi, you can 
discard a Fate card to launch a 
ranged attack equal to the Fate cost 
of the card discarded, a power that can 
prove exceptionally useful when you have 
a full Fate hand to choose from. 

Kachiko Experienced is perhaps even 
more devastating. As an Open Action, 
when bowed, Kachiko can bow a target 
Shadowlands Personality. On top of this, 
however, you can also use it to target a 
Personality that is bowed, so that it does- 
n't straighten as normal until after your 
next turn. Combined with Egg of Pan Ku 
and Ninja Shapeshifters, this tactic can 
prove most bothersome to an opponent. 

Old Toys, New Tricks. Events and 
Items have also given new breath to old 
tactics in Anvil of Despair. The Golden Orb 
of the Sun Goddess, for example, grants 
the bearer a form of immortality, as well as 
a continuous Chi bonus. For obvious rea- 
sons, this gives certain clans a significant 
boost when their Personalities are bearing 
the Item. Miramoto Daini, for example, 
can grow to rather significant proportions 
when bearing the Golden Orb. 

Events like Return of Fu Leng can give 
those who place a heavy emphasis on 
Honor victories a very hard time indeed. 
When played, all players lose their right- 
most province, or forfeit the right to an 
Honor Victory. Using this event is usually 
recommended for those Clans who 
couldn’t care less about the concept of 
Honor, such as Yugo Junzo’s Army, the 
Crab, Scorpion, or Naga. 

Forging Ahead. Anvil of Despair 
brings forth new personalities, new events, 
and new ideas into the world of Rokugan. 
Not all are recommended for the faint of 
heart, but in the pursuit of the throne, the 
faint of heart seldom last very long. 


Jeff Franzmann is editor in chief for the CCG 
magazine, Single Card Strategies. Hed like to 
thank Greg Wong for his invaluable help in 
showing him how to play LoSR. 
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Dec design by Antony Greene | 


“ he Wave Breaks” is a fast- 
|) tack deck that uses Toturi’s 
Army (one of the new Anvil 
clans) and a blur of quick Gold-produc- 
tion cards to demolish your opponents’ 
provinces as quickly and efficiently as 
possible. Playing Toturi’s Army Strong- 
hold allows you to ignore Honor 
requirements when bringing in Un- 
aligned Human or Toturi’s Army Per- 
sonalities into play. The rest of the deck 
is designed to make the most of that 
advantage, to bring out your Personali- 
ties quickly, attach a dangerous follower, 
and then crush your enemies with the 
sheer speed and power of your assault. 
With your Stronghold and one other 
Holding generating Gold, you will be 
able to play any of the Personalities 
included above. Seven out of the ten 
Personalities that cost Gold are also 
aligned with the Dragon Clan, so the 
Event card Alliance (which reduces the 
cost of Dragon Personalities by two) 
can speed things up even further. The 
Followers in this deck are larger, and 
more expensive, but Merchant Cara- 
vans and Shady Dealings both allow 
you to sacrifice cards for extra Gold 
(from your Fate Deck and your Strong- 
hold, respectively), so you will have no 
trouble assembling devastating attack 
units by the end of your third turn (or 
your second, if you get good draws). If 
your opponent has an equally speedy 
defensive unit ready for you, cards like 
Desperate Measures and Return of Fu 
Leng can also destroy Provinces with- 
out even risking your troops. 
“The Wave” allows you to sidestep or 
simply ignore the two biggest limita- 


aieere 


Lide 
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tions on building your army: Gold and 
Honor. You are not attempting to win 
by accumulating Honor, so as long as 
you keep your Honor total above -20 
and are willing to sacrifice potentially 
useful cards for quick Gold to fund your 
armies, your opponents will not have 
time to react to your strategy, let alone 
enact theirs, Four measly provinces sim- 
ply cannot stand for long under such an 
integrated and focused assault. 


The Wave Breaks 


Alliance 

As the Shadow Falls 
Basecamp 

Black Market 

Desperate Measures 
Experienced Mirumoto Daini 
Farmlands 


Ginawa 
Glimpse of the Unicorn 
Inheritance 
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Anthony Greene is a Ronin Warlord (highest 
ranking) in FRPG’s Imperial Herald news- 
letter. David Williams 1s the Lead Designer 
of Legend of the Five Rings and its 
expansions to date. 


Legend of the Five Rings 


), Dawn of the Void Contest! 
Presented by Duelist. 


The conclusion of the Saga of the Empire story draws near. Armies 
clash in Rokugan to decide the fate of the land. The forces of Fu Leng roam 
the empire almost unopposed as the Clans and Naga marshal the last of 


their forces for a desperate defense. Two years of story are reaching their 
climax! 


The story of the Legend of the Five Rings is epic, sweeping in its scope. 
Characters have grown and changed over time. Some pass from the world 
of Rokugan altogether, either with honor or without. Your mission: List 
every character with an Experienced card version and every personality 
who has passed on in the expansions from the Imperial Edition to Crimson 
and Jade. The player with the most correct answers wins. In the event of a 
tie, we'll hold a drawing for the group with the most correct answers. 


First Prize (1): One reader wins a show quality sword 
straight from the Emerald Empire, one box of Emerald 
Edition starters and boosters, and a copy of the Battle 
of Beiden Pass boxed set. 


Second Prize (20): Twenty second place winners receive 
a box of Forbidden Knowledge boosters and a Clan T- 
Shirt of their choice. 


i < Reis . Contest Deadline June 30 1997 q 
No purchase required. Enter as many times as you like. Mail each entry separately to 


Dawn of the Void/Duelist Contest to The Duelist, P.O. Box 707 Renton, WA 98057-0707 
Mail this form or a photocopy to: | Dawn of the Void Contest 
C/O The Duelist, 
P.O. Box 707 
Renton, WA 98057-0707 


No mechanical reproductions of conipleted forms will be accepted, but you may submit 
4 photocopy. All entries must be received by June 30, 1997. Winners will be selected 
in a random drawing from all eligible entries by The Duelist by July 31, 1997 and will 
be notified by mail within approximately 30 days of drawing 


Odds of winning depend on total number of eligible entries received. FIRST PRIZE (1): 
One show quality sword, one box Emerald Edition Starters and Boosters, and one 

Battle of Beiden pass boxed set (approx. retail $299.30), SECOND PRIZE (20): One box 
of Forbidden Knowledge boosters and one T-shirt (approx. retail $109.00) Prizes not N ° 

; ame: 

ACGeSS:. 9 Wet, Se RS 
City: State. ———s Zip code: 
Phone: 
Age 


exchangeable, transferable or redeemable for cash. No substitutions will be allowed 
should featured prizes become unavailable, except at the option of The Duelist 


Applicable taxes and fees are responsibility of the winners, Non-compliance of time 
parameters or return of any prize or prize notification as undeliverable will result in dis 
qualification 


Contest open to residents of US (except Rhode Island) and Canada (except Quebec). 
Contest is not open to employees of The Duelist or its affiliates and family members. 
Contest is subject to federal, state, local and provincial regulations and is void where 
prohibited or restricted by law, Winner's entry and acceptance of prize constitutes 
acknowledgments of the following: permission for The Duelist and its affiliates to use 


Attach a list of characters with an Experienced card version 
and a list of Personalities who have passed on in the expan- 


Without payment, winner's name, photograph or other likeness for purposes of advertis 
ing and/or promotions; The Duelist and its affiliates has neither made nor is in any 


| 
| 
| 
| 


manner liable for any warranty, representation, or guarantee express or implied, in fact sions. 
Or in law, relative to any prize; a warranty that material contained in entry is original, 
public domain, The Duelist or affiliate-owned, or used with the unlimited consent of the L ee -! 


owner and that it does not infringe on the rights of any other person or entity: and 
agreement to fully indemnify The Duelist and its affiliates for all claims arising out of a 
breach of the warranty; and a full, unlimited, exclusive transfer of any and all rights in 
entry. To receive prize, winner may be required to sign waiver and release. The 
Duelist and its affiliates is not responsible for illegible, incomplete, late, misdirected, lost 


FIVE RINGS 


PUBLISHING GROUP INC. 


Or postage-due entries. The Duelist’s decision its final with respect to all matters rela 
tion to this contest 


For names of prize winners, sent stamped, self-addressed envelope to Dawn of the 
Void/ Duelist Contest Winners, The Duelist, P.O. Box 707, Renton, WA U.S.A. 98057 


Legend of the Five Rings, Imperial Edition, Crimson & Jade,Rokugan, The Battle You can get clues at www.frpg.com. 


of Beiden Pass and Forbidden Knowledge and all related names, characters and 
places are TM & © 1997 Five Rings Publishing Group, Inc. 
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The X-Files: WotC Strategy Guide 


» deck design and strategy 
by Andy Graumann 


our opponent may be able to stop some of 
your investigations with this deck, but he or 
she won't be able to stop all of them. Because 
this deck contains a large number of Sites, not 
all of them have to be successful, and there is 
still plenty of room left for cards that shut down 
your opponent's investigations. While you are investi- 
gating as many as three Sites in one turn, your oppo- 
nent will be left wondering what happened. 

Cycling through your deck is of utmost importance 
with this approach so that you have plenty of Sites 
available for investigation. A variety of negation cards 
are included in the offensive capabilities of this deck to 
help with successful investigation and to ward off your 
opponent's Conspiracy. When not investigating, be 
sure to leave your Agents in the Bureau, as two of them 
generate more Resource Points when there. Finally, use 
your Agents’ special ability to contribute to the Con- 
spiracy Pool as opposed to the Resource Pool when 
additional Resource Points are not needed. 

During your opponent's turn, sell any unneeded and 
expensive Equipment and Event cards to build up your 
Conspiracy Pool. Your opponent will think twice 
before going to a Site after seeing your massive Con- 
spiracy Pool. Take advantage of the discount for play- 
ing Bluff cards face down beneath a Site to help 
conserve precious Conspiracy points. But be careful; if 
your opponent has played multiple Site cards, he or she 
may leave your Bluff cards and the Site on the table, 
thus neutralizing your cards. Finally, play your Adver- 
saries and Events to shut down your opponent's inves- 
tigation and send him or her home clueless. 

One word of advice if you are facing Spread Out and 
Comb the Area...join the other Team of Agents! m 


Andy Graumann is an employee 
of NXT Games, the company 
that created the X-Files CCG. 
He was primarily responsible for 
writing the rulebook. He is also 
a fulltime student. 
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Agents 
Albert Hosteen 
Alex Krycek 
Assistant Director 
Walter Skinner 
Section Chief Scott Blevins 


Sites 

1 Broad Street, 
Philadelphia, PA 

1 Browning, MT 

1 Church of the Red Museum, 
Delta Glen, WI 

1 Coastal Northwest Oregon 

2 Cumberland Prison, VA 

1 Deadhorse, AK 

1 Ellens Air Base, ID 

1 Lake Okobogee, 
Campsite #53, Sioux City, IA 

2 Mattawa, WA 

2 Skyland Mountain, VA 

1 U.F.O. Wreckage, 
Townsend, WI 

1 University of Maryland, 
Baltimore, MD 


Events 

1 A Friend in the FBI 

2 Computer Access Denied 
1 Counterintelligence Measures 
1 Deep Throat 

1 Erlenmeyer Flask 

1 Evasive Maneuvers 

2 Frohike 

1 Grid Pattern Search 

1 Hard Evidence 

2 Langly 

2 Rejuvenating Caves 

1 Unexplainable Time Loss 
1X 


Spread Out and 
Comb the Area 


Equipment 

1 Cellular Phone 

1 Glock 19 Semi-Automatic 
Pistol 

1 Hospital Crash Cart 

1 Mini-14 Assault Rifle 

1 Shotgun 

1 Taped Intelligence 


Witnesses 

1 Max Fenig 

1 Samantha Mulder 

1 Senator Richard Matheson 


Adversaries 

1 Crew-Cut Man 

2 Darkness Falls 

1 Deadly Blur 

1 Manitou Stalks His Prey, The 
2 Mechanic, The 

1 Operation Falcon Blue Berets 


Bluffs 

2 Detective Thompson 

2 Laser Barrier 

1 Nasty Surprise 

1 Peter Tanaka 

2 Section Chief Joseph 
McGrath 

1 Sheriff Daniels 


Combat Cards 
1 First Aid 
1 Running Gun Battle 


RULES 
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ve _ “The next one who 
curl up ya fire is de. 


low you'll find a preview of .— 2. want boast? The bar 
ext from Weatherlight, the newest nd with music. s 


: iy “The Argivian university taught me€two 
Pee ueoeeae: 1ne Gainers, things: always look | o the past, and fever 


ill do it 


to be released in June. dismiss what you think is useless; ”@ 
Simply match the quotations to the © “gecause | am incapable of tears‘doe® not 
characters responsible for them for mean that J have\no need to shed them,” 


@4 chance to win Weatherlight cards. “There are two ways for meso pass 
and other great prize this gate. One involves, fou rema he 


HINT: You can learn ut the tLe 3 
Weatherlight chain and Hee — “What is crueler? To let a wound of The 


# ‘ heart‘fester, or to simply cut it out? 
sstory in “Fortune Favors the Bold ° 


~- “These horn-faters'say no gods but theirs 
en jill exist) Iisay Jet im find out for himselt= 
e y ” 
CONTEST DS us yi! »” 
DBADLI IS CHARAG? RS 
Jw le") 5). loo A. Bezel © Tahngarth, — Miri 
Mail this gorm| ora photocopy toy “Hanna ry Kam G. CrovaK 
ine Duelist Weatherlight Contest 5: = re 
POE 707) ay Pingo Brady — * he eae 


‘Ace “hs set > Westheright cards (including s some carts, a 
signed by the artists!) and a Weatherlight T-shirt. 


re U}ZE (5): Ten Weatherlight booster packs and a Weatherlight T-shirt. 
1D PRIZE (25): Five Weatherlight booster packs. a 
PpUELISy 


The Duelist Weatherlight test 


Name 


Address DRA 


Wizaros oF THe Coast, Magic: The 
Gathering, Weatherlight, and The 
Ovelist are trademarks of Wizards of 
the Coast, Inc. Illustrations by Kev 
Walker. ©1997 Wizards of the 
Coast, Inc. All rights reserved. 


City 


If They Won't 


Join You, 
Beat 'Em 


by Shawn F. Carnes 


Accolade 

5300 Stevens Creek Blvd. 
San Jose, CA 95129 
FORMAT 

Minimum requirements: 486/66 


MHZ IBM or Compatible PC, 2x 
CD-ROM Drive, 8MB RAM, 5MB 
Hard Drive Space, Windows 95, 
or DOS 5.0 or higher, VESA Com- 
patible SVGA Video Card. One to 
two players (via network and 
modem). 


CONTACT 

Erica Krishnamurthy 
Accolade 

(800) 245-7744 

website 
<http://www.accolade.com> 


STAR CONTROL 3 


92 JUNE 1997 


THE DUELIST 


nS 
Inside the Industry, rh 


| 
\ 


— 


tar Control III's overall theme 
hasn't changed much from the 
original Star Control. In fact, 
the tag line touts the continua- 
tion of the premise: “The fate 
of a thousand worlds is in your 
hands... AGAIN.” What SC3 does that SC1 
and SC2 couldn't do, however, is introduce mul- 
timedia graphics and brilliant cinematic 
sequences into the game’s adventure superstruc- 
ture to make it really shine. Playing SC3 is like 
watching a movie in which 
you make all the decisions. 

SC3 requires players to 
master both combat action 
and long-term strategy. The 
combat engine allows you to 
choose from various ships to 
form a fleet and engage your 
opponent (either the com- 
puter or another human) in 
ship-to-ship combat on a 
wrap-around space battlefield. The battle can be 
viewed from above, or from a side 3D perspec- 
tive. The quasi-3D perspective is impressive, but 
takes some getting used to. 

All ships have varying levels of speed and 
mobility, as well as varying levels of energy (to 
fire weapons) and structure (to withstand dam- 
age). The ships are well balanced: no single ship 
can defeat all others on a consistent basis. Each 
ship has a primary weapon and a special, sec- 
ondary weapon. The weapons operate indepen- 
dently, but can sometimes work together for a 
powerful one-two punch. Getting used to the 
weaponry is relatively simple, especially on the 
easy level in which the computer only uses its 
primary weapon. The AI (artificial intelligence) 
is smart, but doesn’t give itself an unfair advan- 
tage at higher levels like some computer games 
do. Accolade scores big points in making a 
smarter Al for the harder levels, rather than a 
cheating AI. 

The other element of the game is adventure- 
based. You must struggle against known and 
unknown forces to ensure the safety of the 
newly formed League of Sentient Races (a 
detailed timeline is included in the rulebook, 
and if you are new to the game it is certainly 
worth reading). You accomplish this by explor- 
ing the Kessari Quadrant, colonizing planets, 
and by establishing contact with the new races 
you encounter. 


Kan fa 


Star Control IIl’s strength lies in the interac- 
tion between combat and adventure. While com- 
bat is the primary mode of play, you must also 
form healthy relationships with alien races to 
politically stabilize the universe. In other words, 
you have to be a savvy diplomat as well as a stellar 
pilot. The accommodating, “Sure, whatever you 
say Mr./Ms./Whatever Alien!” approach will 
only take you so far, so you must think carefully 
before you decide what to say next. 

The weakness of this dual-approach, how- 
ever, surfaces in the game’s 
execution. Accolade has 
put so much effort into 
the impressive multimedia 
effects that the strategic/ 
colonization element is 
almost an afterthought. 
For example, colonization 
efforts require you to build 
up League holdings on 
worlds within the quad- 
rant, but after a certain point in the game, con- 
tinued colonization simply does not matter. Star 
Control III would have been a “must-buy” if the 
strategic element had been fully realized, but 
now it is merely an “oughta-buy.” 

I should emphasize that the game is not solely 
a multimedia extravaganza for the eye and ear. 
There is some genuine meat to the story. Serious 
deceptions go on even within your own League 
that require close observation. There are also 
some genuinely hilarious moments that serve as 
counterpoints to the unfolding drama. The 
Spathi, for example, are always a treat to talk to, 
mainly because their blithering cowardice is so 
uproariously funny. 

All in all, if you're up for a great adventure 
game with some of the most impressive multi- 
media work this side of the Milky Way (and 
some of the funniest sequences available on CD- 
ROM), pick up a copy of Star Control III. For 
those of you who are followers of the Star Con- 
trol series, SC3 is worth acquiring as the next 
level in this intriguing line. Make sure you have 
lots of ships to accompany you and plenty of time 
on your hands to savor this worthwhile game. 


Shawn F. Carnes works for WotC’s R&D department as 
a game designer and developer. When he's not schmoozing 
with alien races (or colonizing them) with the other Guys 
Downstairs, he’s busy collecting Whispers from the Virtual 
Elysium to share with V:TES players worldwide. 


“Wizards of the > Inc. (“Wizards”), the Duelist publications and Wizards’ subsidiaries do not endorse, 
authorize or otherwise participate in the secondary sale of Wizards’ products or the valuation of these products 
for sale on the secondary market. The prices listed by the advertisers provided herein are for informational 
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HANSENS HOBBIES 


“We Beat the Other Guy’s Price!” 


}} Complete Line of JAGIC. & oe 


NimGiR Calan New York's 
NIKOMGB #7 Magic™ Source 


Singles, Sets, Boxes; Other Gaming Cards by the Box. 


a week — Noon until | A.M. © All major credit cards accepted 
We buy and sell single Magic cards fey! 2 { 
Call about Pro Tour Qualifiers in Chicago 
International Mail Order Service ¢ Credit Cards Accepted 
TO ORDER OR FOR TOURNY INFO 
CALL (847) 222-1994 

HanHobbies@aol.com ‘ 

1187 Wilmette Ave., Suite 145 * Wilmette, IL 60091 


Call for Free Price Catalogue 


291 7th Avenue, 9th floor * New York, NY 10001-6009 


(800) 344-GAME 


tel (212) 633-1288; fax (212) 633-0979 * email — info@nground.com F 
Webpage - http://www.nground.com 


ee tte ont os xc uneaen aad ieaini anata dastesthia antes tind iierataiies 


WORLDWIDE LEADER 

* IN MAGIC; THE GATHERING? | 

“==” ALL SINGLES, PACKS AND BOXES § 
BEST PRICES 


BEST SELECTION 
BEST SERVICE 
FREE CATALOG 


ai. Tel: age 766-5841 © Fax: (410) 582-9738, 


Emailéelyve@clark.net 


* WE BUY-SELL-TRADE 
; Prices are tubyect to change 
i 


iz Arabian Nightts® 


; te : . 

c/o The Mint Card Company * 7452 B&A Bilvd., Gh urnie, MDIZL061 wn 7 1 
¢ 

: 

i] 

: 


~~ 


- Cure ae of Mat a 
a Complete singles and pack Support of 


Legend of the Five Rings. # Call anytime (941) 927-8398 
CALL FOR THE LOWEST BOX PRICES AROUND! Fax orders (941) 927-9495 


Your Galactic Empires™ source — poet 
mail: TNCMagic@q-net.net 
Monthly tournaments in the Balto-wash area “~ naar noe eas 


MINIMUM SHIPPING & HANDLING $4.00 


We checks & orders plus MasterCard, Visa, American & Discover. 
accept Hr plus caren Express 


‘J 


: 
> ’ se 
; ie 


Check/M. O./MCIVISA/AMEXIDISCOVER acces a “a 4 


Rid saa ; 
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Hiei Teadl 


Hours Mon-Fri 10 a.m. - 10 p.m. EST 


Phone: 1-606-878-2936 


Fax: 1-606-878-9061 


email: catalog@aqvault.com 


Website: http://www.aqvault.com 


MONTHLY SPECIALS 


Common Sets 

Alpha (75 cards) $79 
Beta (75 cards) $95 
Arabian (25 cards) $59 
Antiquities (25 cards) $12 
Dark (40 Cards) $12 
Foreign BB Revised $19 


Singles - US Legends 
$4 each: Akron Legionnaire, 
Arboria, Ayosha Tanaka, 
Cosmic Horror, Crimson 
Manticore, Elder Land Wurm, 
Evil Eye, Greater Realm, 
Horror of Horrors, Juxtapose, 
Kei Takahashi, Part Water, 
Reset, Sentinel, Stangg, 


Lady Evangelia, Lifeblood, 
Nova Pentacle, Rohgahh of 
Kher Keep, Spinal Villain. 
Gravity Sphere 

Land Equilibrium 

Thunder Spirit 

Underworld Drms 


Non-English Legends 
$1.50 each: Evil Eye, Infernal 
Medusa, Pendelhaven, 


Hammerheim, Karakas, Tolaria, 


Urborg, Kobold Drill Sergeant, 
Kobold Taskmaster. 

$2.50 each: Sylvan Library, 
Land Tax, Relic Barrier, Reset, 
Special Cloak, Greater Realm 


”,Rage™, ; 4 


Shipping Costs: continental USA $6, 


Canada/Mexico/HI/AK $8, all other $15 


Write, email, or fax (don't call) for our FREE Magic catalog! 


Jacques le Vert, Lady 
Evangelia, Nicol Bolas, 
Rasputin Dreamweaver, 


Disrupting Scepter 
Jayemdae Tome 


Rohgahh of Kher Keep, Tuknir Howling Mine 
Deathlock, Spinal Villain, Storm Winter Orb 


World, In The Eye of Chaos, 
Planar Gates. 
$6 each: Adun Oakenshield, 


Hellfire, Gwendolyn Di Corci, 


Hazezon Tamar, Ramses 
Overdark, Tetsuo Umezawa, 
Field of Dreams, Cleanse. 
$8 each: Chains of 
Mephistopheles, Acid Rain. 
Underworld Dreams $ 9 
Firestorm Phoenix $10 
Land Equilibrium $10 


Royal Assassin 
Sengir Vampire 
Shivan Dragon 
Serra Angel 

City of Brass 
Savannah 
Sorubland 
Demonic Tutor 
Swords to Plowshares 
Hypnotic Specter 
Counterspell 


253 Reynolds Rd., Keavy, KY 40737 


Grail, Splintering Wind, Swom 
Defender, Tidal Control, 
Tomado, Wandering Mage. 


US Dark 

$3 each or 4/$10: Nameless 
Race, Worms Of The Earth, 
Knights Of Thorn, Leviathan, 
Mana Vortex, Merfolk Assassin, 
Elves Of Deep Shadow, Mana 
Clash, Scarwood Bandits, 
Lurker, Wormwood Treefolk, 
Blood Moon, Cleansing, 
Amnesia, Martyr's Cry, Fellwar 
Stone, Reflecting Mirror. 


Teleport, Tempest Efreet, of Preservation. 

Triassic Egg, Voodoo Doll, Xira $4 each: Al-abara's Carpet, 
Arien. Alchor's Tomb, Forethought 
$6 each: Caverns of Despair, Amulet, Mold Demon, Angus 
Elder Spawn, Gosta Dirk, Mackenzie, Gosta Dirk, 
Ragnar, Rapid Fire, Serpent Palladia-Mors, Caverns of 
Generator, Tuknir Deathlock, Despair, Quarum Trench 
Ur-Drago. Gnomes, North Star, Imprison, 
$8 each: Arcades Sabboth, Jovial Evil, Bartel Runeaxe, 
Cleanse, Imprison, Jovial Evil, Boris Devilboon, Halfdane, 


Living Plane $10 
Sword of the Hunt $12 
Tabernacle/Pendrell $12 
All Hallow's Eve $15 
Eureka $15 
Mana Drain $24 
Mirror Universe $50 
Pack (sealed) $12 
Complete Set (every single 
card from Legends) $345 


Miscell. - English 

US Alliances Revised Set (played) $215 
$2.50 each or 3/$6: Chaos Revised Box $239 
Harlequin, Fatal Lore, Fallen Empire Box 
Floodwater Dam, Gustha's Mirage Booster Box 
Scepter, Keeper of Tresserhorn, Visions Booster Box 
Krowikan Horror, Misfortune, Unlimited Starter 
Nature's Wrath, Phantasmal Arabian Booster 
Sphere, Phyrexian Devourer, 4th Set 

Phyrexian Portal, Rogue Antiquity Pack 
Skycaptain, Royal Decree, Sol Legend Pack 


$ 39 
$ 61 
$ 69 
$235 
$ 85 
$165 
$ 18 
$ 22 


Paul and Judy's 


Coins and Cards, Inc. 
P.O. Box 409 DUE, Arthur, IL 61911 


We are now offering SPECIALIZING IN: 


ENTERP-E1S'ES 


Sia? 6 
e Tine Gesthvserteny A 


98% OF OUR SINGLES AT BELOW LOW SCRYE 
No other ongoing Cornpany 
beats our singles prices 


Vise Gator tg 


Singles, Sets, Boxes 


rare and uncommon singles. 


Most at below retail price! 
Introducing PJCC’s 


Eaetial a | | Win a set of “ALLIANCES” 


i 
Win a box of MTG Boosters _| 


One (1) out of every 100 decks will contain a 
redemption card for a FREE SET of MTG “Alliances.” 

One (1) out of every 50 decks will contain a redemption card for a 
FREE BOX of Mirage, visions or Sth Edition boosters. 
(Type of box will be PICC’s choice) 

60 count Type II deck (designed for competitive game play) 
Six different decks available. Decks come with dice and counters. 


The Bad News 


We've made a lot of enemies in the last 2 years 


All for only $19.95 per deck. 


eeeeeeeoceoeoeeoeoeoeoeeeeeee eee 
We BUY & SELL sets, boxes, and singles for most 
Magic: The Gathering® series, 


We also carry other popular game cards. 


Call or write for FREE game cards catalog 


Tel: (217) 543-3366 - U.S. Fax: (800) 500-3117- Overseas Fax : (217) 543-3732 
Internet e-mail Station Code: pjcc@diaLillinois.net 
View our entire on our Web Site at: www.pjcc.com 
HOURS: 8:00-6:00 CT Monday thru Friday - 8:00-3:00 Saturday 


The Good News 
It's our competitors 
Compare our price list to theirs 
and you'll understand why 


To receive J&M’s singles price lists, just call! 
Phone (714) 459-1014 Fax (714) 589-3235 


J&M Enterprises 
29 Via Pausa, Rancho Santa Margarita, CA 92688 


M:TG BATTLEMAGE FEATURES 


Real time dueling action when 
playing solo or with up to 4 players. 
Network options available for LAN 
or the Net. Build custom libraries of 
spells that can be saved. Over 200 


recut creatures, artifacts, and spells from . 

ems se ‘ ™ O)IN) & A) 1) # 

pA Tm Ath edition Mirage™ set. 11 bonus | © N IS . 
tomes of Magic. by Acclaim. M:TG FEATURES 


: 
Created by Sid Meier; includes all 4th . 
edition cards, 28 rare and outof-print 

: 


cards, and 12 made specially for this 
game. Over 400 creatures, spells, and 


lands to work with. Create your own 
; deck for repeated use. by Microprose. 


www.4CDs.com 28 


GAMES - HARDWARE - SOFTWARE - DAILY SPECIALS | 800/322-8866 | 


Mogic: The Gathering, Mirage, BattleMoge and all expansion names are registered trademarks of Wizards of the Coast, Inc. All rights reserved 


a 


Advertise your business in 


QUELISy 


For more information, contact 
Bob Henning, Advertising Manager 
(206) 204-7262 
email: bob@wizards.com 
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Enfinity Comics & Games, Inc. 


1280 Centaur Village Dr. #3, Lafayette, Colorado 80026 


- 

: 

: 

4 

f | 
ye Telephone or Fax JAGIC, 

: Pema? BF 

| | 


/ 1-800-684-2684 pa 

a 303-661-0860 ae g ince 
: aoe F email: infinity@infinity-inc.com 

| Online catalog: : 

| MYTHOS http://www. infinity-inc.com @.- ) 
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3 SINGLES & SETS FROM ALL EDITIONS fia : 
/ Death Tournaments ~ & tata . i 


Wizards of the Coast", Magic The Gathering* Mirage”, Alliances”, Homelands”, Chronicles™,(and all others) are trademarks of Wizards of the Coast, Inc. Vampire: The Eternal Struggle” is a trademark of Wizards of the Coast, Inc. and White Wolf Games, Inc. 
Netrunner* is a trademark of R. Talsorian Games, Inc. Netrunner* is produced by Wizards of the Coast,Inc. under license from R. Talsorian Games, Inc. Battletech* is a trademark of of FASA. The BattleTech universe is owned by FASA Corporation and is used 
by Wizards of the Coast under Bcense. Most product names are trademarks owned by the companies that publish those products. Use of the name of any product without mention of trademark status should not be construed as a challenge to such status. 
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THUNDER: & LIGHTNIN Y CARDS, INTERNATIONAL 
THE MAIL-ORDER HEADQUARZBRS FOR THE WORLD! 
Best Prices Large Selection a . . | Friendliest Service 


/ : ® 


(yon EDITION J 


( 


— >. Bar Le rT date @D ccaet 


¢ We carry a 
full selection of 
out-of-print products 


* For a complete How to reach us: 


catalog please call y ui | call'Toll Free: 1-800-200-1991 
818-972-5900 
24:HourFax: 818-563-4996 
We accept:,Checks, International: 818-972-5900 
M Orders, AMEX and : a 
ee W VISIT OUR RETAIL STORE LOCATED AT: Email: tigaming@aol.com 


1507 COLORADO BLVD. Mailing Address: P.O. Box 41-1148 
LOS ANGELES, CA 90041 Los Angeles, CA 90041 
} 


Blackthorn 


is proud to host the 


g AWAWAAY CUSTOMIZABLE CARO GAME 


ley: 

‘ ' fo ee. Se ee. a 
: 

‘ 

‘ 

: 


Plus a Full Line of Other CCG’s 
TOLL FREE 


888-MAJOR-50 


Dial 1-888-625-6750 


Register early to reserve your spot. 
Call or Email us to send you a 
Pre-registration brochure. 


LOW WHOLESALE 
| PRICES 
| 
| 


Email, call, or fax for information about the 
qualifier or our weekend sanctioned events. 


4405 West Saginaw Hwy + Lansing, MI 48917 
rq] Phone (517) 323-3299 + Fax (517) 321-6389 


1430 Highway 70 East 
Dickson, TN 37055 


Phone & Fax 615.446.6057 
Web: http://members.aol.com/Bikthrn1 
Email: Bikthrn1@aol.com 


* Email: MLeague99 @aol.com 
| EQ International Orders Accepted 


: 
: 
| 
| 
| 
| 
* FAST GUARANTEED SERVICE * | 


eld 


Wizards of the Coast*, Magic:The Gathering Mirage”, Alliances”, Homelands”, Chronicles”, (and all others) are trademarks of Wizards of the Coast, Inc. Vampire: The Eternal Struggle” is a trademark of Wizards of the Coast, Inc. and White Wolf Games, inc. 
Netrunner* is a trademark of R. Talsorian Games, Inc. Netrunner* is produced by Wizards of the Coast,Inc. under license from R. Talsorian Games, Inc. Battletech" is a trademark of of FASA. The BattleTech universe is owned by FASA Corporation and is used 
by Wizards of the Coast under license. Most product names are trademarks owned by the companies that publish those products. Use of the name of any product without mention of trademark status should not be construed as a challenge to such status, 
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ARE YOU A FRUSTRATED RETAILER? 


Visions, is the newest limited edition expansion 
»m set for Mirage and Magic: The Gathering". Visions 
[$i nS features over 160 new cards with beautiful art and 
challenging strategy. 


Overwhelming firepower. Superior combat tactics. Thirty-foot killing 
Specializing in machines. This fall, the field belongs to the BATTLETECH trading 
* card game...and you're in the drivers seat. Do you have what it takes 
great service to survive? Play the trading card war game of the future. Starter decks 
contain everything you need to play including dice and counters. 


PRI. The newest edition of the original trading card game. 


ILLOWING PRODUCT LINES: 
Khalsa Brain Games Systems Pioneer Videos U.S. Games Systems 
Precedence West End Games 
Last Unicorn Ral Partha White Wolf 
Optimus Design Systems Reaper Wizards of the Coast 
Publishing Mayfair Rembrandt Wildstorm 
Flying Buffalo Iron Crown R. Talisorian Games Wizard Press 
FPG erpri: Scrye Magazine Wordware Press 
Geo Hex TSR. Xeno Games 


RETAILERS ONLY « call (613) 744-5225 
or fax (613) 744-6783 for Price List & Details on Specials 


GIVE US A CALL! 

meTRO 817-461-4263 

FAX 817-860-1922 

EMAIL billf@metronet.com 
www.metronet.com/~billf/ 


805 W. PARK ROW DR. @ ARLINGTON, TX 76013 


IAGIC. 


We specialize in Magic® Singles 


Singles—Sets—Boxes 
BUY * SELL # TRADE 


Our singles (with exceptions) 
are priced at MEDIAN SCRYE for 
AN, Leg, Alpha, Beta, Unlimited, Alliances. 
The rest are LOW SCRYE! 


PORNO Ree RHEE Eee EEE EEE EE EEE EEE EEE SESE EEE EEEEEE EEE EE EEE EEEES seeeee 


Every Saturday and Sunday! 


international and Domestic 
Orders Welcome 
OPEN 7 DAYS A WEEK 11AM-9PM 


Len 
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CARD HIGHLIGHTS 


Miraculous Recovery 4* 
Put target creature card from your graveyard into play and 
put a +1/+1 counter on that creature. Treat the creature as 
though it were just played. 


Demonic Torment 
Target creature deals no damage during combat. 
Creature cannont attack. tee S 


Zhalfirin Crusader 1** 
Flanking (Whenever a creature without flanking is assigned 
to block this crature, the blocking creature gets -1/-1 until 

end of turn.) 


‘1: Redirect 1 damage from Zhalfirin Crusader to 
target creature or player. 2/2 


Swamp (4) 


Cinder Cloud Martyrdom 


Fhe target creature cand from yest 
' (ene play ond put a #16) 


Miraculous Recovery Purelace 


You have 21 cards remaining in your 


library after you draw this turn. 


Spitting Earth Tremor 


NO CARDS REMAINING IN HAND 


28 LIFE REMAINING 


Wake of Vultures 
3/1 


YOU (WHITE/RED) 


White Mana Battery 


(26 counters) (24 counters) 


Goblin Soothsayer 


1/1 


Orcish Artillery 1/3 


Python 3/2 


White Mana Battery 


Tar Pit Warrior 3/4 Brood of Cock 


roaches 1/1 


Fountain of Youth 


4 LIFE REMAINING 


Red Mana Battery Karoo (3) 


(14 counters) 


Mountains (3) Dormant Volcano 
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Kookus 3/5 Keeper of Kookus 
with Demonic 1/1 
Torment 


Farrelite Priest 1/3 


(wall) 5/2 1/1 


Blistering Barrier Resistance Fighter 


CREATURES IN YOUR GRAVEYARD 


Brothers of Fire 2/2 


Reckless Embermage 
2/2 


Royal Herbalist 1/1 


STUMPED? 
FEAR NOT. 


Hints for the two solutionless puzzles can be 

found on The Duelist website at <http://www. 
wizards.com>. I am still happy to take feedback at 
<woody@wizards.com>, but Ino longer have time 
to correct solutions, as the volume has finally 
overwhelmed me. 


Zhalfirin Crusader 
2/2 
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All in the 
Equation 


his puzzle is made up of short 
equations that all use numbers 
relevant to the game of Magic. 

f Each number's relevance is defined 
through phrases that use only the first 
initial of non-prepositional words. For 
example, “6 = C. of P.” would be trans- 
lated as six Circles of Protection (one for 
each of the five colors, plus one for arti- 
facts). Try your hand at the rest of these 
Magic equations and see how many you 
can deduce. 


SOLUTION 
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Play Magic Occasionally 


1) 1=D.fromaT.M.V. 
2) 2=D. for N.A. with E.R. 
3) 2=L.G.if OP into G. 
4) 2=C.L.toH.toT. 
5) 2=D.D.toC. by P. 
6) 2=C.P.inG. byM. 
7) 2=D.P.byC. 
8) 2=C.toR.C.S. 
9) 2=D. from P.a L. with an A. of M. in P. 
10) 3=C.D. by A.R. 
11) 3=DD.byLB. 
12) 3=B.M. froma D.R. 
13) 3 =D. froma B.V. with S.C. in H. 
14) 3=G.and/or R.M. from a FS. to an O.L. 
15) 4=C.anO.M.D.D. to witha C.R. in P. 
16) 4=C.C. ofaB.H. with G. in P. 
17) 4=D.D. by G.T. when you are F. to D. 
18) 5=D.T. when C.A. to A. 
19) 5=G.inM. 
20) 5=M.B. 
21) 6=M.and B.L. 
22) 6=A.C. ofa O. of U. 
23) 7=D. for N.FL. of the P. 
24) 8=T.ofaW. of S. 
25) 9=U.C. of C. of S. 
26) 11=C.C. ofa PK. 


Play Every Week 


1) 1=C.U.C. of NS. 

2) 2=D.D. by V.A. when C. is LG. 

3) 2=D.D.toT.C. byT.S.S. 

4) 2=T.ofaC.T. byS.Q. 

5) 3=S.C.itT. toM.aS. 

6) 3=L.G. when S.a F. to D.H. of the W. 

7) 3=B.L.R. to H. when O.C. into P. 

8) 3=C.whenC.aPcC. 

9) 3=P.ofaC. that K. an O. from A. 
10) 3=W.C.T. to D.aC. with H. of J. 
11) 3=D.D. by B.E.when P. in G. 

12) 3=E.M.toC.S. with N.V. in P. 
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13) 4=C.M.P. in M.P. if S.-C. G. to G. 
14) 4=C.T. that C. into P. when LT. is C. 
15) 4=D. forT. an E.C. with S.L. 

16) 4=M.toU.aM.V. 

17) 4=G.M.inC.C. of C.G. 

18) 4=C.S. when C. into P. 

19) 4=C.R. from G, when you A.B. 

20) 5=D.T,to D. W. of the E. 

21) 5=D. from B. of S. if Y.L.C.F. 

22) 5=C.L. at with D.V. 

23) 6=D.D. byl. 

24) 6=C.R. from T. of L. when D.C. is C. 
25) 7=C.onC.B. when C. 

26) 7=C.P.andT. of S. 

27) 10 = PC. that E. the G. 

28) 78 = C.in A.N. 


Play Every Day 


1) 1=L.R.to K.aC. from P. with S.B. 
2) 2=D.D.toS.byC.a PB. 
3) 2=A.ofM.M.E.C.C. than R. 
4) 3=C.of A.C.onaW.M. 
5) 3=D.D.D.0.U for E.E.C. on E.V. 
6) 4=O.A. of U.A. 
7) 4=L.inLA. 
8) 4=D.byanI.D. ifa S.I. is C. 
9) 4=D.P of A. for D. 
10) 5=D.D.ifT.E.B. or A. 
11) 6=H. onthe A. of R.H. 
12) 8=A.ofM.to R.H. of B. and CI. in O.T. 
13) 10 = LLL. to PE. of B.T. 
14) 10 = I. of P. on B.W. by G. of D. 
15) 12 = E.W. in L. 
16) 12 = D.A. on the ULL. 


Unaware of Outside World 
YOU'VE GOT TO BE KIDDING 


1) 3=W.E.D.L. 

2) 4=FL. onaP of ET. 

3) 6=C.ontheC. of T. 

4) 7=T.ofaL. with S.C. in B.G. 
5) 22 =C.in U.N. in R. 
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RANDALLS HAND 2 CARDS IN HAND 


iii 
Decisions" 


DIFFICULTY Giant Growth Psionic Blast Berserk Spell Blast 


(might have more than one) 


RANDALL (BLUE/GREEN) 1 LIFE REMAINING 

our opponent is Randall. 

You and he have had a 

very close match and 
you're now on the third duel. It is 
now Randall’s turn and he seems 
primed to make his move. He 
announces that he is casting 
Unstable Mutation on his 
Argothian Pixies (which you may 
counter) and then, regardless, is 
attacking with both his creatures. 
Having seen Randall’s entire 
deck through playing, you know 
what cards the two in his hand 
may be. All you need to do is 
survive this turn and let your 
Rack finish him off during his 


Forest Forest 


k Argothian Pixies 5/4 Whirling Dervish 3/3 Ashnod’s 
next upkeep. with Unstable Mutation (1 counter) Transmogrant 
(just cast) with Unstable Mutation 


(2 counters) 


CAI 1IGHI ITS YOU (BLUE/WHITE) 7 LIFE REMAINING 


Unstable Mutation e 
Target creature gets 
+3/+3. During each of 
its controller's upkeeps, 
put a -1/-1 counter on 
the creature. These 
counters remain even if 
Unstable Mutation is 
removed. 


Plains Island (2) Mishra’s Factory The Rack 

Mishra’s Factory : 

&: Add one colorless YOUR HAND 

mana to your mana pool. 

1: Mishra’s Factory : Ashnod’s 

becomes an Assembly H Transmogrant G 

Worker, a 2/2 artifact : @: Sacrifice Ashnod’s 

creature, until end of : Transmogrant to put a 

turn. Assembly Worker : +1/+1 counter on target 

still counts as a : non-artifact 


land but cannot be tapped 
for mana the turn it comes 


creature. That 
creature becomes 


into play. 
&: Target Assembly Worker 


gets +1/+1 until end of turn. 


an artifact creature, 
although it retains 
its color. 


Counterspell Disenchant Spell Blast 
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| Step-by-step 
solutions to last 
issue's “Magic: 


The Puzzling” 


by Mark Rosewater 


For all of you out there who've 
never been stranded on a desert 
island, let me fill you in. It’s bor- 
ing. I’m talking mind-numbing, 
insomnia-producing, begin- 
talking-to-coconuts boring. 
The only thing that kept me 
sane was brief flashes of old 
memories submerged by my 
amnesia. I haven't quite put all 
the pieces together yet, but I 
have figured out that I have a 
brother and that our relationship 
~ is a bit rocky at best. 

I was just on the verge of 


another memory breakthrough 


ne when I spotted a ship out of the 
~ a 
See = corner of my eye. Finally, I said 
os 
to myself, my luck is changing. 
Pe = So, here I am locked in a cabin 


aboard a pirate ship being forced 
to write an answer column to 

3 last issue’s puzzles. (The pirates 
Nr turned out to be very impatient 
See =6=—- Duelist readers.) I would say 

my luck couldn’t get any worse, 
tt but I’m afraid to see what might 


happen. 


If I Go, You Go 


Published in Duelist #16, p. 98 


yourself. Instead you're trying to take your opponent Chris down with you as 


aa he goal to this puzzle is a bit different from most. For once, you cannot save 


you go. Since you are unable to pay for your Illusions of Grandeur, you will 
need to defeat Chris before the end of your upkeep phase (at which point the Illu- 
sions will go away, losing you the game). To make matters worse, you are playing the 
game with what we refer to in Magic R&D as “sub-optimal” cards. If you've done 
enough of my evil twin’s puzzles, one card should leap out at you: Sorrow’s Path. My 
personal choice for the worst card ever created (and yes, I’m aware it’s got some stiff 
competition), Sorrow’s Path is a powerful card—well, if you can somehow get your 
opponent to gain control of it. Follow along and I'll explain how. 


1) Tap two swamps, Scrubland, Under- 
ground Sea, both Tundras, both plains, 
Sol Ring, and Mana Vault to add three 
black (used as generic), three blue, two 
white (one used as generic), and five 
generic mana to your pool. 

2) Use one generic mana to pay Musician’s 
cumulative upkeep. 

You need to pay the Musician's upkeep if 

you plan to use its ability. And trust me, 

you will. 

3) Use one blue mana to cast Magical 
Hack on the Evil Presence on Chris’s 
forest, changing “swamp” to “island.” 
You now have three black, two blue, 
two white, and four generic mana in 
your mana pool. You may now use your 
Seasinger, as the forest with Evil Pres- 
ence counts as an island. 

4) Tap Seasinger to take control of Scar- 
wood Bandits. 

5) Tap Musician to put a counter on Scar- 
wood Bandits. Refuse to pay its upkeep 
(due to the counter). The Bandits leave 
play and Gauntlets of Chaos, Arcum’s 
Weathervane, and Alchor’s Tomb 
return to your control. 


You steal Scarwood Bandits because you 
need to gain control of it in order to 
destroy it. The Musician's special ability 
will allow you to give the Bandits a cumu- 
lative upkeep cost that you may then refuse 
to pay. This will result in the Bandits get- 
ting buried. This trick works, as all upkeep 
costs must be paid during your upkeep, 
even if you've just gained control of the 
permanent. Also, you don’t simply get your 
belongings back after you steal the Ban- 
dits, because the items stay stolen until the 
Bandits “leave play.” 

6) Tap Balduvian Shaman to change 
Justice so that it reads “a d/ue creature 
or spell.” 

Sleighting the Justice is instrumental in 

Chris's defeat. Just wait. 

7) Use one blue mana and Enchant- 
ment Alteration to move Evil Pres- 
ence from Chris's forest to your 
Sorrow’s Path, turning it into a basic 
swamp. 

Remember that moving the Evil Presence 

with Enchantment Alteration will wash 

away the Magical Hacking you did to it 
earlier. 


8) Use two generic mana and tap 
Arcum’s Weathervane to turn the 
Sorrow’s Path with Evil Presence 
into a snow-covered swamp. (This 
is allowable since the Evil Presence 
turns the Sorrow’s Path into a basic 
land.) You now have three black, 
one blue, two white, and two 
generic mana in your mana pool. 

9) Tap Balduvian Conjurer to ani- 
mate your Sorrow’s Path, making it 
a 2/2 creature. 

10) Tap Ashnod’s Transmogrant to 
turn it into a 3/3 artifact creature. 

11) Use two generic mana and tap 
Alchor’s Tomb to turn Sorrow’s 
Path blue. (For the record, it is now 
a blue 3/3 snow-covered artifact 
land.) You now have three black, 
one blue, and two white mana in 
your mana pool. 

12) Use three black and two white 
mana (all used as generic) and sac- 
rifice Gauntlets of Chaos to swap 
your Sorrow’s Path for Chris's 
Implements of Sacrifice. The Evil 
Presence is buried as the switch 
occurs. You now have one blue 
mana in your mana pool. 

The above changes each have a specific 

reason. Evil Presence turns Sorrow’s 

Path into a basic land. This makes 

Arcum’s Weathervane turn Sorrow’s 

Path into a snow-covered land. This in 

turn allows Balduvian Conjurer to turn 

it into a creature. The chain continues, 
as you may now use Ashnod’s Transmo- 
grant to turn the land into an artifact. 

Now that it’s an artifact, you may swap 

it for another artifact (Chris's Imple- 

ments of Sacrifice). The reason for 
turning the Sorrow’s Path blue will be 
clear in a few steps. 

13) Use one blue mana to cast Sleight 
of Mind on Jacques le Vert, chang- 
ing “green” to “red.” 

14) Tap Relic Barrier to tap the Trans- 
mogranted Sorrow’s Path. Upon 
being tapped, Sorrow’s Path will 
deal 2 damage to Chris and 2 dam- 
age to each creature Chris has: 
Goblins of the Flarg, Scarwood 
Goblins, Goblin Digging Team, 
Goblin Snowman, Goblin Ski 
Patrol, Mons’s Goblin Raiders, 
Jacques le Vert, and the animated 
Sorrow’s Path. (All the creatures 


will survive thanks to the Sleighted 
Jacques le Vert; Sorrow’s Path sur- 
vives since it is a 3/3 creature.) Jus- 
tice will then deal 1 damage for 
each damage dealt by Sorrow’s 
Path. This means that Chris takes 
18 damage (2 from Sorrow’s Path 
and 16 from Justice). Chris is now 
at 18 life. 

Once Chris has control of Sorrow’s 

Path, you need only use your Relic Bar- 

rier to tap the Transmogranted land. 

The Sleighted Justice does the rest. 

15) Tap Norritt to untap the blue 
Sorrow’s Path. 

16) Tap Mole Worms to tap Sorrow’s 
Path. This will again deal a total of 
18 damage to Chris. (It will also, 
incidentally, kill all of Chris’s 
creatures.) Chris is now at 0 life. 

Since once is never enough, you take 

advantage of Sorrow’s Path being blue 

to untap it with the Norritt and con- 
tinue the fun. 

17) Allow Justice and Illusions of 
Grandeur to go away. You have 
achieved your tie. 

Once Chris has been dispatched, it’s 

time to bite the bullet. 


Supreme Sacrifice 


lished in Duelist #16, p. 101 


s Lora is at 34 life, you have a 
significant amount of damage 
to deliver in a very short time. 


Looking at your hand, only one card is 
capable of dealing the amount of dam- 
age you require: Forbidden Ritual. 

1) Tap one Everglades and three 
swamps to add four black and one 
generic mana to your mana pool. 

2) Use one black and one generic 
mana to cast Dark Privilege on 
your Crypt Rats. It is now a 2/2 
creature. 

You do this to save your Crypt Rats 

when you activate its ability. 

3) Use one black mana to cast Funeral 
Charm on Lora’s King Cheetah, 
making it a 5/1 creature until the 
end of turn. 

4) Use one black mana to cast Death 
Watch on Lora’s King Cheetah. 
The Funeral Charm is cast to make sure 

that Lora’s Cheetah does not survive 

your Crypt Rat’s activation. The Death 


Watch helps inflict extra damage on 

Lora and gives you the life you need to 

survive the Crypt Rats. 

5) Use one black mana to activate 
Crypt Rats, dealing 1 damage to 
all creatures and players. This 


destroys all four of Lora’s creatures bas 


and deals 1 damage to both you 
and Lora. When Lora’s King 
Cheetah is put into the graveyard, 
it deals 5 damage to Lora and 
gains you 1 life. Lora is now at 28 
life and you are at 1 life. 

Removing Lora’s creatures allows you to 

attack unblocked and leaves Lora four 

less cards to sacrifice to Forbidden 

Ritual. 

6) Attack with your three creatures, 
dealing 7 damage to Lora. Lora is 
now at 21 life. 

7) Tap two Everglades and three 
swamps to add five black and two 
generic mana to your mana pool. 

8) Use two black and two generic 
mana to cast Forbidden Ritual. 
Sacrifice all thirteen of your cards 
in play (three Everglades, six 
swamps, Crypt Rats, Dark Privi- 
lege, Fallen Askari, and Python). 
Lora can prevent 10 damage by 
sacrificing her four lands and the 
card in her hand. She still takes 16 
damage from the remaining eight 
cards. Lora is nowat 5 life. 

This is where your card superiority 

pays off. 

9) Use three black mana to cast 
Kaervek’s Spite. You lose your hand 
and all cards in play (not that you 
had any) to make Lora lose 5 life. 
Lora is now at 0 life. She loses 
when you declare the end of your 
turn. 

Once you have Lora down to 5 life, 

the Kaervek’s Spite makes a perfect 

finishing touch. 


Well, that’s all the solutions for this 
issue. I’m not sure what my port of 
call will be next issue, but provided I 
haven't been forced off some plank, 


I'll see you next time. * 


sus~ 
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COMMENTARY 


Losy IN THE SHUFFLE 


by Richard Garfield 


Games and Politics 


n my experience critiquing games, 
the concept that has caused the most 
dispute is politics. I refer to a game as 
political if it has more than two play- 
ers, or sides, and during a significant 
portion of the game the other players 
could agree to make you lose. Two- 
sided games, like Magic, chess, bridge, and 
basketball, are never political. 

Right now my study of political games is 
riddled with judgment calls, making it far 
from precise. For example, Yahtzee is a 
game for more than two players that isn’t 
particularily political: I could win even if 
everyone else decides I shouldn't. RISK is 
highly political, however, since one person 
cannot expect to beat the rest of the players 
allied together unless they account for less 
than half the power in the game. 

There are some good things about politi- 
cal games. Any player usually has a chance 
to catch up, no matter how far behind he 
or she might be. A political game is as deep 
as the players wish to make it: simple and 
straightforward, or convoluted and laden 
with conspiracy. 

That said, I lean toward games where 
politics take a back seat. I haven't always 
felt that way, but over the years I have 
found that when I played games with a 
strong political component, the game itself 
didn’t matter much. 


Playing Nicely with Others 
There is a wide array of opinions, often 
passionate, about the role of politics in 
games, with equally intelligent folk at all 
extremes. Most people who have played a 
lot have had some good experiences with 
political games. It is always hard to draw 
conclusions from past game experience, 
though, because good players can make 
any game fun. Similarly, it is hard to 
determine whether a political game is 
itself at fault or if the players aren't play- 
ing well. When someone is always whin- 
ing about being behind, is that a problem 
with the player or the game? 

Players often increase their enjoyment 
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of political games by establishing unwrit- 
ten rules of conduct. I know circles where 
whining is punished by group attacks. 
Other groups forbid negotiations, or only 
allow players to exert limited influence. 
Players are commonly expected to maxi- 
mize their personal position even when 


, 


they have no chance of winning. Often it is 
difficult to figure out exactly what the rules 
are, and playing around on the boundary 
of what is acceptable is risking group dis- 
pleasure. When the game depends on 
unwritten rules, I usually credit the players 
with creating a lot of the fun, rather than 
the game. 

There is a lot of potential for abuse in 
most games where players can trade 
resources freely, since two people who can- 
not win individually could flip a coin and 
give the winner all their pooled resources 
to create a single viable position. To pre- 
vent such abuse, groups sometimes outlaw 
coin flips or random decisions, but players 
can still circumvent such efforts by alter- 
nating the “winner” between games or by 
developing understandings. For example, if 
John is out of the running in this game and 
gives me good trades or gifts, he will get 
reciprocal consideration in the future. 


Bad Games and Good Politics 

Many features crop up frequently in polit- 
ical games that I consider bad game ele- 
ments. A major part of the strategy in a 
political game is to draw attention to other 
people’s positions and attempt to play 
them off against one another. One of the 
easiest ways to do this is to take a weak 


position. This may not immediately appear 
to be bad, but the implications are pro- 
found: if you choose a weak position, then it 
is not actually weak. And if weak and 
strong positions really have the same 
power, then how you play the game doesn't 
make much difference. What really mat- 
ters is how you play the players, whether 
the game is RISK or Family Business. 

One of the most unpleasant features of a 
political game is what I refer to as king- 
making. Kingmaking happens when a 
player who has no chance of winning can 
choose who does win. This holds some 
charm for beginners, because being a king- 
maker allows revenge against irritating 
players, and justifies diplomacy—the win- 
ner is chosen by someone else. The 
advanced player tends to dislike kingmak- 
ing, though, because it trivializes the time 
spent playing. The longer the game goes 
on, the more irksome is such an ending. 

Another depressing thing about many 
political games is the way they encourage 
passive play. If attacking another player 
costs me and my opponent resources, then 
there is a strong incentive to sit back and let 
other people fight. Games that have this 
characteristic can be a lot of fun if some of 
the players ignore this and attack anyway, 
but are a real drag if everyone sees waiting 
as an advantage. How many times have you 
seen one player get sick of doing nothing 
and say, “Well, I have to be going, so I am 
going to attack”? Boredom should not be 
the incentive for conflict in a game. 

It is a good exercise to evaluate the effect 
of politics on games involving more than 
two sides. This can be quite a challenge, 
and people who meet it often come out 
with a different perspective on the games 
they play. The result for me was discovering 
that most political games were, underneath 
the veneer, the same game, and that I was 
tired of playing that game. I will be dis- 
cussing this in my next few columns. 


Richard Garfield's 1996 bid for the presidency was 
derailed by an “agreement” hashed out in the seedy 
backrooms of Washington. 


ILLUSTRATION BY SCOTT KIRSCHNER 
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It’s true, some things never change. Like the fact that Legend of the Five Rings has no 
broken, banned or restricted cards. Every card made for the game is tournament 
legal. And that's important, because you'll want to be able to use the 
full range of card options when you build decks for our upcoming 
Nationwide Professional Tournaments. That’s Legend of the 
Five Rings, the game you can play with all your cards. 
New players will enjoy learning the game with their first 
Starter — the game is 
playable right out of the box. 


™ 


Explore the magic, Legend of the Five Rings™. 


FIVE RINGS 


PUBLISHING GROUP INC. Customer Service: 1-888-457-4647¢ www.frpg.com 


Legend of the Five Rings and Obsidian Edition © & TM 1997 Five Rings Publishing Group, Inc. All Rights Reserved. 


SEGASeFrT™ 


www.segasoft.com 


Winston is such a girl. 
Always opting for diplomacy when he Yeah. 


could just bombard his enemy trom space 


with orbiting dreadnoughts. 
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A military strategy game in space. 
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Battle for territory and forge strategic 


Explore new planets, research forbidden 
alliances to secure the crown. 


Epic storyline in the 


Fading Suns Universe. 


For a free Windows ‘95 demo or to order Emperor direct, call 1.888.SegaSoft 


Emperor of the Fading Suns, Fading Suns. and the Fading Suns Universe and ts distinct characters, logos and marks are-copyright Holstic Designs. Inc. 1997. SegaSoft and the SegaSoft logo are trademarks of SegaSof Inc.©1997 All rights reserved. 
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A big fat girl. 
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tec hnologies and control the growth of an empire. 


Designed for 


Microsoft® 
Windows'S5 


